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PAGE 6 is published bi-monthly

Page 6 is a user's magazine and relies
entirely on readers' support in

submitting articles and programs. The
aim is to explore Alan computing

through the exchange of information
and knowledge and whilst we cannot

unfortunately, pay for articles published
we hope that you will gain satisfaction

from seeing your work published and in
turn we hope that you will learn from

articles submitted by other readers. All
published material is eligible for awards

In the Annual Readers Poll and may
receive additional Editorial awards as

announced from time to time in the
magazine

All original articles, programs and
other material in PAGE 6 is copyright of

the author as credited All uncredited
material is copyright PAGE 6. Unless

containing the by-line 'All Rights
Reserved any material in PAGE 6 may

be re-used by User Groups and other
non-profit making organisations without

permission. Permission to use material
elsewhere should be obtained from

PAGE 6 or the author. Editors of
newsletters reproducing material are

requested to send a copy of the relevant
issue to the Editorial address of

PAGE 6

Whilst we take whatever steps we can
to ensure the accuracy of articles and

programs and t he contents of
advenisements PAGE 6 cannot be held
liable for any errors or claims made by

ailvenisers

U.K.
Europe
Elsewhere - Surface
Elsewhere • Air Mail

E 7.00
E10.50
E10.50
0 6 . 0 0

Single copies and back issues at
one-sixth of the annual rates

May/June 1985

Subscription rates P l e a s e  make cheques payable to
annual (6 issues) P A G E  6.

Copy date for the next issue is
20th May 1985

ATARr  i s  a  registered trade
mark o f  A TA R I  C OR P .  A l l
references should be so noted.
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THE ULTIMATE POOLS PREDICTION PROGRAM
•  M A S S IV E  DA TA B A S E  P o o ,s w x l e e l  is  a S epi l ls g i tawl  Pools

prediction aid. Pi conies coirnplete with the largest database
Available 22000  matches over 10 years The database updates
aromatically as results corne

•  PREDICTS N o t  nisi SCOREDRAWS. but AWAYS. HOMES
and NO SCORES

•  SUCCESSFUL SELEC  guarantee that POOlb
,
e irM e r P e r f o r m s

.igniticantly better than chance.
•  AD APTABL E Probab ilit ies are given on every fixture

choose as many selections as you need for your bet The
precise prediction formula can be set by the user - you can
develop and test your own unique method

•  SI M PL E DATA ENTRY A l l  English and Scottish team names ira n n rcie u r t w e e
Are LE the program. Simply type in the reference numbers from the screen Or use a/IGEN
ro produce fixture lust rutornaticallY (see below)

•  DLSOMICRODRIVE COMPATIBLE A l !  versions (except Apple and 1BMi are supplust
Ott tape with  simple ihstructions for C011eerNPUO to el•sc nucrodnve operation,

lThis seasons results are supplied with the package so that predictions can start immediately
AVAILABLE FOR Spectrum (48/II, Commodore 64. VIC 201* 16K) AIVISTRAD
CPC 4E4. BBC B. Alan i 48K). 2:XBI (16K), Dragon. Apple I i  IBM pc
•4 P R I C E  115.00 (all inclusive)
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AT LAST No  more stniggling for hours to get IF.FIXGEN 84/5 f
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lanite-s fni l)e4 5 SempLy type ul the date, and the full fixture list is
generated in seconds Fu lly compatible with Poolswinner
.POOLSWINNER with MCGEN L16_50 (all inclusive)

Fixuen alone £
5 . 5 0COURSE WINNER v cota.ewiriner is designed to

3  a llo w you to develop and test
y o u r  o w n  u n i q u e  Wi e l L t r a l

THE PUNTERS COMPUTER PROGRAM s y s t e m .  using information Iron
- daily newspapers or Sporting Life the most important factors can be input and

analysed The program is supplied with • database detailing best trainers arid
wh e ys. and effect of the draw tor all British m u m ,  &  National Hunt.)
AV A:LABLE FOR Specirwr :48K C.4,r1r-xx fi 4  R5C5 i  L i r Or r  ANL,. i n : .  "%me

PRICE 112.50 (all inclusive)

Lao AVAILABLE (RETURN OF POST) FROMselec
_phone 24 h is S A  )1• I  'SNARL  p h o n e  4 h
r o37 COUNCILLOR LANE, CHEADLE,  CHESHIRE. e  061-428 7425

nits! 1E I ectronic iTocrbites
ATARI 810 and 1050 DISK DRIVES
AUTOTECT MODIFICATION

Consists of a small circuit board and small box_ Features -

1. W r i t e  o n  re-verse o f  di s k  w i t hout  cut t i ng
notches_

2. P r o v i d e  write protect wi thout labels,
3. 8 1 0  version quietens drive down
4. F l a s h i n g  Red/Green state indicator.

E17 Inc. STATE WHETHER 810 or 1050

SPEECH SYNTHESISER
This uni t plugs into the joystick ports (3 & 4 on 400/ 800)
Features-

1. B u i l t  in speaker.
2. V o l u m e  control  and busy LED.
3. U n l i m i t e d  vocabulary (al lophone synthesis),
4. A l s o  works on X L

Suppl ied with demos and word construction program_ A
manual  is also suppl i ed

Pl eaw state whether  400/ 800 or XL and whether  disk or
tape.

E33 inc.
Elephant Disks SS/ DD - Box of 10 - E20 inc.

Send large &ay  for details of the above and other Items

Magical Electronic Services
14. Dur ham Close, Li ttle Lever, Bol ton,  BL3 1 XA

Edi tor ia l

Some of the euphoria of Atari's new machines is now
dying and more realistic targets being set I doubt if all the
things announced at the Las Vegas CES will come into
being but most will and Atari will be a strong force once
again. The most important thing they must do is to deliver
the products on schedule. In  the States Atari are taking
some hard knocks from competitors who are vociferously
saying that STs don't exist or have problems or will not be
out on schedule. All these remarks are being made out of
fear by competitors with inferior or overpriced machines but
the world listens to rumours and Atari must be careful that
any action or inaction on their part does not give credence
to those seeking to maintain a market share by 'rubbishing'
better products. In this country Sir Clive Sinclair has been
the most vociferous in his attacks he  probably has the most
to loose- and has been quoted as saying that the ST will not
appear this year (perhaps he knows of another manufacturer
whose 16-bit machine was a year late?) and that the QL is
superior. In  response I  cannot resist printing a  quote
attributed to Jack Tramiel. "The ST is to the QL what the
motor car is to the C5"!

Atari must get these machines onto the market as
promised. I hope that by the time you read this, a few ST5
will be around and by the next issue will be in the high street
shops. If not the competitors will say 1 told you so' and the
public will listen. •

Last issue's cover was a nice idea that lost something in
the processing but that's the way it goes! The entire image,
except the words USER MAGAZINE which were too fine to
digitise, was done on an Artron 2000 graphics computer. A
lot more could have been achieved but time was short (and
expensive!) and, although the screen image was superb, i t
didn't quite translate to print. Never mind, just wait till I get
my ST with GemDraw_ I might be able to prove yet again
that an Atari is capable of matching the dedicated systems_
Perhaps I should wait for Atari's 32-bit JAX? Perhaps not,
$5000 is a bit expensive for a magazine cover!

Issue 14 of PAGE6 could have been the last but fear not -
we live on! The shake out of the computer industry last year
meant that several companies went into liquidation or "no
longer exist" among them Channel 8 Software, C S. Software,
Microspot, Home Entertainment Ltd.. Stack Computers
and Micro Research Ltd. They all owe us money. Then
along came this tempting offer from Database Publications
who were looking for an Editor for The Atari User. I thanked
them kindly for the thought and started work on this issue.
I laving come this far, why give it up when I know that many
of you can't wait for the next issue of PAGE 6. Thank you all
for the encouragement,



News

Been into W. H. Smith lately? I don't blame you, but it will
probably be worth a look this week to find THE ATARI
USER, a new nationally distributed Atari only magazine
published by Database Publications every month. Cover
price is El with a 12 month subscription at E12. Overseas
subscriptions should also be available. If your local news-
agent does not stock it, you can ask him to order it for you.
Watch out also for other Atari promotions from Database

W. E. Electronics whose products were reviewed last issue
(FOUR ADD-ONS) now have a true 64k RAM expansion
for the 600XL which will run all XL software including the
few available titles that switch out the Operating System.
Price is E71.95.

Atari have recently re-organised their European distri-
bution, warehousing and adminstration by centralising
operations in Rotterdam. The move is in preparation for the
European launch of the ST and XE range in mid April and is
designed to achieve maximum economy in handling volume
sales to  the European and U. K markets. Future trade
deliveries in the U.K will be met through a computerised
call-off procedure l inking factory production t o  th e
Rotterdam warehouse. Al l  part of Jack Tramiel's plan to
"bring Atari computers to the masses not the classes".

Silica Shop have recently set up Silica Distribution Ltd to
handle trade distribution of Atari and Atari-related products
to retailers nationwide. They will handle only Atari and aim
to canvas up to 5000 trade outlets in the U. K to encourage
the stocking of Atari products If your local retailer does not
stock Atari hardware or software tell him to get in touch with
Geoff Helm or Adrian Quinn on 01 309 1 I I 1. There is a
vast amount of Atari software available and your local
retailer can get it - if you insist.

Received for review.

The following items were recently received but too late
for full review.
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at only E9.99. Set in New Jersey i t looks like a  'Mike
hammer' style trudge around the city streets only you are
not the detective, just a small guy who owes the big guys
money. It says on the pack, n o  instructions, no help, you' re
on your own".

MY ATARI XL AND ME a book aimed at 'children and
total beginners'. Written by an older beginner it starts at the
very beginning and aims to  allow users from 6  years
upwards to begin to understand the computer. Published by
Duckworth Publishing at E2.95.

Hi gh Q ua l i t y -  Low  Cos t ATARI 400,800,
S O R O W S O f t W a f e  600XL8,800XL

162 Leicester Road. Nart)4.)rough.
Leicestershire Imp (0533)863310

, W H Y NOT
L e a r n withyourAtari?

Your Computer is a superb Teacher look  at our
range of EDUCATIONAL SOFTWARE
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E 9 .5 0
MATHS 1 -  GEOMETRY n i n e  programs
ENGLISH t o u r  programs
'O'Level revision/learning aid. W i t h  voice soundtrack

TA 'TEACH 6 5
0GEOGRAOUI Z /  -  Gr eat Britcrin a  Ireland

2 - United States of Americo
3 - Europe
4 - Asia

HISTORY MAKERS L e a r n  the famous names

FAMILY FUN f  650
DOODLEBUG D r a w i n g  fun for all ages
4 LETTER WO RD " M a s t e r m i n d "  type word game

Write or phone for further details
e a r n ,  . 1 1  i at  r , n s e l t ,  011 e g w ,  1 6 K  R e m  e n d  B A S I C  C W I r dge

ree posq and dadk•mc T r a de  endo.r•es welcome

***ARCADE ACTION FOR ONLY f2.95***

FRUIT PICKIN (16k) P
ic
k  t
h
e  _ a n t  
h o r n  
t h e  
o r c h a r
d  
w h i l
s t

avoiding several colourful nasties (telephones. potted plants cheese-
burgers and more). Extended use of P.M.Graphics provides up to ninc
individually moving 'sprites' five of  which are multicoloured. With
increasing difficulty levels. total M/ L game action for super smooth
movement and animation FAWN the worst games player can" lose at ihi,
price! 2
Y 5ALSO AVAILABLE** NEW PRICES •*
F R U I T  S A L A D  ( 1 6 k )  Mastermind type game using colourful
graphic fruits instead of bonny pegs. The various game options make this
a challenge for adults and with the 'fun graphics and 'total k
-
l y s t i c k  i n p u t .
an instructive entertainment for younger children. One or two players

t  2 tY
.
,

•• Or der  both FRUI T S ALAD and FHI  I I  P I (  KI N for  onl y
f4. 50 "

ART ATARI (I6k) „.:icate graphs  c s  .
i „ o u r  A t a r :using up to SO colours Pic ture save feature and demo picture prov ided

t:
B L A C K J A C K  ( 1 6k) Features realistic hi-res card displayCa nyrt
9
(
5
i
'

break the bank? E l  Y.
,P I C T U R E  P UZZLE  (32k)  Watch the picture pumble itself up CArl
you recreate the origuial picture? Two hi-res pictures to choose from. 20
difficulty levels L 2  95
P I C T U R E  T O R M E N T  ( 1 6 k )  Picture is rotated 'Rubik style
horizontally and vertically It is then up to you to sort it out. 20 difficulty
levels Also include bonus program to design your Ink
,
n p i c t u r e s  f o r  
u s e  i n

the puzzle.

Prices Inc. p& p.
Overseas orders for singly
programs please add E0,50

Cheques & P. 0.•s to
P. F. SOFTWARE
14. KI HKSTALL AVENUE.
LI TTLEBOROUGH
1ANCS 0E15 9JA

PAGE h • I -,-,u 15  5



Readers Write

ENGLISH SOFTWARE
APOLOGY

Dear Les,
Any chance of pointing out in

your next issue that FORBIDDEN
FOREST which was reviewed as
being really awful In issue 14 is
NOT from English Software but
is published by U.S. GOLD in the
U. K

I would hate to think that this
game w i l l  undeservedly giv e
ENGLISH SOFTWARE a  ba d
name!!

Philip Morris,
English Software.

Oops, sorry. That is obviously why
it is not as good as Jet Boot Jack!
Perhaps al l  US. GOL D  titles are
'really awful' and that is why they
never send any out for review!!

TOU C H  TABLET A D VIC E

Dear Page 6,
I thought that you might like to

know of an undocumented feature of
the Atari Artist cartridge used with
the Touch Tablet, to allow pictures to
be saved in Micropainter format.

The method is to press the INSERT
key whilst the picture is on screen and
the picture will be saved with the
filename PICTURE. Be sure to have a
disk ready as there is no prompt.
Once saved the picture can be loaded
into a Basic program with any of the
published picture loaders,

Mike Power.
Manchester

Many thanks. This is one of those
little bits of information that! thought
everybody knew but apparently not
as I have had several letters recently
asking if this can be done. One thing
to watch is that all pictures will be
saved with thefilename PICTURE so
it is important to use option E of DOS
to rename the  fi le before saving
another You can also use this in
reverse. Take any 62 sector format
picture and rename it PICTURE, go
to draw mode and press the CLEAR
key and the picture will load in and
can then be worked on as usual
6 P AG E  6 - Issue 15

TOO EASY!

Dear Les,
would like to register a complaint

about how easy some of Atari's games
are. For example I bought the official
PENGO a while ago and i t was so
easy that by the next day I  could
reach over 300,000 with just two
lives on the hardest level. Even though
the game is almost the same as the
arcade version graphics wise, I  still
think it was a waste of money.

Paulo Fragapane.
Bristol

"  I haven't tried PENGO but I wish I
could find some easy games! Can
you imagine how difficult it is to write
reviews when you can't even get off
the first screen!!

GO TO GERMANY

Dear Page 6,
I am a a British civilian living in

Germany and purchased an 800XL
here last year. Having found the
manual totally useless, I  decided to
wait until a visit to the U.K to purchase
some decent books.

I stayed in Manchester which is by
no means a  small town and was
totally amazed at the lack o f Atari
literature and software available. The
800XL is very popular in Germany,
second only to the Commodore 64
according to  German magazines,
and both specialist computer shops
and departmental stores are full of
Atari literature and software. German
computer magazines tend to  have
many more articles, tips and listings
for t h e  A ta r i  th a n  th e i r  U .K .
counterparts.

I spent many weeks deciding
whether to  buy an  800XL  o r  a
Commodore 64 and I am convinced
I made the right choice but wonder
what owners in the U.K. feet?

Malcolm Pearce,
W. Germany.

"  This is still the biggest problem
Atari face in the U .K They have
always had the best machines so the
fact that the new range is even better
will not automatically gain them the
recognition they deserve. Unless and

until all retailers start keeping a good
range of Atari software and suppor-
ting material Atari have very little
chance of getting anywhere near the
O54. BBC  or Spectrum le t alone
catching them. This is an area that
Atari and their distributors MUST
give priority to  otherwise a l l  the
promises will remain unfulfilled

MISSING MEMORY

Dear PAGE 6,
Can you please tell me why so

much memory is lost with a 64 k RAM
module on a 600XL Only3 k is lost to
the 0.S.. screen display and Basic on
a 16k machine. Now I lose 16k to the
O. S. 8k to Basic and 3k to the screen
and other 'bits and bobs'. Even the
Atari Helpline cannot answer this.
Can you tell me why?

Michael Phillips,
S.Wales

Any 8-bit machine (which all the
existing Ataris are) can only access
64k total memory which must include
the Operating System and language
as well as RAM. The memory on all
models is made up as follows: The
first 1791 bytes are used by the
Operating System, u p  to  the 48k
boundary is RAM (if installed) and
the final 16k is the Operating System.
The basic cartridge always occupies
the area from 40k to 48k On a 16k
machine RAM is installed only up to
the lok boundary but the top 16k of
Operating System is also there as is
BASIC which still occupies the same
area. If you like. your 16 k machine is
really a 40k machine so when you
upgrade to 64k you only get an extra
24k which is why you feel that you
are 'losing' more. Originally Atari
called their48 k RAM machines '481C
despite the fact that total memory
was 64 k but then Commodore started
calling their machines '641(' and Atari
lost sales Th e  X L  machines are
called 64k for commercial reasons
and although you might think you
have been cheated they do in fact
have more  'user-RAM' than  th e
Commodore 64!



000XL + 1010 RECORDER + SOFTWARE = E129
000XL + 1050 DISK DRIVE + SOFTWARE E269
Instead o f  just  buying  a  64K M a n  000XL f o r E129, w h y no t
buy i t  w it h  a  1010 Program Recorder (R AP E34 99). Po le
Position cassette (RAP E9.99) and Invitation t o  Programming
(RAP E19 991 f o r  the Same price?
,  O r  b u y  
y o u r  
A t a r i  
8 0 0 X L

(RAP E129 99) w it h  a  1050 Disk Drive  (ARP t199.9e). Herne
Filing Manager (RRP E24 991 and The Payoff 1RAP E9 99) fo r
only E2690 Tha t  is what these t wo  hardware packages of fer
you. the  chance t o  b u y a  rea l va lue f o r money starter pack
which w i l l  g ive  yo u  a  g o o d  in t roduct ion  t o  t h e  w o r ld  01
computers. Furthermore, i f  yo u  b u y yo u r  p a ck f ro m  Silica
Shop. y o u  Ca n  b e  a ssu re d  o f  a f t e r sa le s se rvice  a n d
information. a  FREE Own e rs C lu b  a n d  a n  ext ra  12  month
guarantee on you r 800XL computer. FREE OF CHARGE.

UPGRADE

FROGGER R O M  E 7 . 9 5
Home may look like  rt'S Only a hop, skip  and a  lump away, but looks can
be deceiving. First ,  there 's a  dangerous h ighway t o  hop  across,  f u ll o f
cars and  t rucks Th e n  there's a  swirling  rive r to  leap, f u ll o f  f rog • eating
Creatures. H o w  w ill f rogger get home safely? By let t ing you  he lp  h im on
his way Gu id e  Frogger home safely through th is perolOuS rOurney based
on the h igh ly successfu l arcade game. The object o f  the game is to  hop
as m any f ro g s t o  sa f e ly a s  yo u  ca n -sco rin g  p o in t s a lo n g  t h e  wa yf
Frogger's journey takes h im f rom the sidewalk across a busy h ighway to
the riverbank and across the rive r t o  a  home bay and safety Yo u ' ll start
the game with 5 frogs and Inc game ends when a ll f rogs have been lost .

ASTROCHASE R O M  E 7 . 9 5
This is a fast flying  race through space Yo u r  m ission is to save the earth
from dest ruct ion Bla st  o f f  a n d  b laze  a cro ss a  scro lling ,  st a r  studded
galaxy. Seek out  a n d  explode mega mines that close  in  on yo u  as they
Orbit the earth. Bu t  keep an eye  out fo r a t tacking enemy vessels, they'll
pursue you t o  the fa r corners o f  space! Fire  your lasers o r aCtivale your
shields and ram the enemy. You have got  sing le thrust  propulsion wh ich
is an amazing feature wh ich  letS you fi re  rri one direction wh ilst  speeding
off i n  another Sa ve  t h e  earth  f ron t  t o t a l doom  a n d  there i s  a  secre t
reward wa it in g  f o r  yo u  T h i s  gam e g ive s Spectacu lar g ra p h ics a n d
requires both craft  and strategy if  you are to succeed in  your mission,

WE ARE THE UICS Nol  ATARI SPECIALISTS
Since the introduct ion of Atari Video Games in to  the UK
six years ago, we  have been se lling  Ata ri products and
s uppor ting A tar i  owner s  w i th  a s pec ia l is t m a i l i ng  s er v ic e
which w e  be lieve rs unbeatable W e  stoCk o ve r 1 .000
Atari re la ted  p ro d u ct  l in e s a n d  h a ve  a  m a ilin g  l is t
including over 300,000 Ata ri 2600 VCS owners and over
50.003 At a r i  H o m e  Com pu te r Ow n e rs Be ca u se
specialise in  Atari,  we  aim to  keep stocks of a ll available
Mari hardware, software, periphera ls and  accessories
We a lso  stock a  w id e  range o f  Ata ri dedicated books
and through us. the owners on our list  can subscribe to
several American  At a r i dedicated magazines W e  ca n
provide a  f u ll se rvice  t o  a ll At a ri owners and a re  now
firmly established as the UK s No t  Ata ri specia lists

RECOGNISED ATARI SERVICE CENTRE
We a re  an  approved Ara n  Se rvice  Centre and ab le  t o
repair any Ala n  equipment o n  site, n o  matter where it
was p u rch a se d  T h i s  m e a n s t h a t  i t  y o u r  m a ch in e
develops a  la d e  w e  ca n  no rm a lly repa ir i t  Ourselves,
without having to  send it  away and perhaps watt weeks
for it s return. On  average, repa irs are carried Out with in
five d a ys  ( in clu d in g  co n t in u o u s so a k  t e st in g ). s o
CuSternerS a r e  w i t h o u t  th e i r  m a c h i n e  For  t h e  s ho r tes t
possible time We  have competit ive prices for repairs or'
machines w h i c h  a r e  o u t  o f  t h e  w a rra n t y p e r io d
iremember yo u  ge t  a n  extended 2  year guarantee o n
your new Ala n  800XL if  you buy it  from Silica  Shop) A l l
repair work carries a 3  month guarantee.

FREE POST AND PACKING ON MAIL ORDERS
There is no charge for delivery within the UK and BFPO
Small packe ts a re  despatched b y  1 st  cla ss p o st  a n d
larger i t e m s b y  t h e  Po st  Of fi ce  o r  o t h e r  n a t io n a l
carriers Approximate ly 00% o l a ll the orders sent to the
Silica Sh o p  m a i l  o rd e r  department  a t  Sid cu p  a r e
processed through our computer and despatched to the
Customer o n  the same day that the order is reCreved
us. Th is service is provided FREE OF CHARGE

ATARI 800XL & 1010 RECORDER PACK
64K Atari 600XL E 1 2 9 . 9 9
1010 Program Recorder r - 3 4 . 9 9
Pole Pos it ion • Demo Prog (C) E 9 . 9 9
Invitation to Programming 1 E 1 9 . 9 9
T o t a l  l i t  pur c has ed  s epar a te ly )  0 9 4 - 9 6
Saving E 6 5  96
PACKAGE PRICE (XLC 1010) E l  29.00

ATARI 800XL & 1050 DISK DRIVE PACK
64K Atari 800XL
1050 Disk Drive
Home Filing Man.  (ID)
The Payoff + Demo Prog (0)

L129 99
E199 99
E24 99
i 9  99

T o t a l  I f  pu r c has ed  s epar ate ly )  t  3 6 4 . 9 6
Saving E95 96
PACKAGE PRICE (XLC 1050) E 2 6 9 . 0 0

ORDER YOUR PACK NOW USING THE CUT OUT COUPON BELOW
YOUR OLD STYLE At. _A NO TO AN 000XL & DISK DRIVE -  ONLY 099

If you current ly have an o ld  style  Ata ri 800 and want to  purchase the new Ata0  1050 Disk Drive . Silica  are offering a unique upgrade facilit y I f  you  purchase a 1050 Disk Drive  at E199 Silica  w ill
swop your o ld  Ata ri 800 fo r a new 64K 1500XL to ta lly free 01 Charge I n  addit ion we w ill g ive  you a llo t  the const ituent items ,n the Disk Drive  Pack. i e  a  free Home Filing  Manager program and
the Payoff and Demo programs a ll on  d isk T h e  total p in e  of the 800XL 1050 and tee programs it  purchased seperately wou ld  be E364 96 Yo u  can have them a ll fo r the part exchange price  or
Only E199 i f  you  a re  interested in  using  ou r upgrade facilit ies. p lease Send you r o ld  style  Ata ri 800 t o  us on  working  o rder and reasonable cond it ion) a long  w it h  E199 payment fo r the 800XL
and Disk Drive  pack Pro vid in g  we are satisfied with  the Condition o f  you r o ld  800 w e  will despatch the aooxL and Disk Drive  to you b y return past and packing tree Ple a se  note that you r new
800XL already has Ba sic b u ilt - in  s o  you  shou ld  re turn  yo u r o ld  Ba sic Cartridge with  the  a m  I n  addit ion yo u  shou ld  a lso  return the  Basic Reference Manual and  the operators manual Yo u
Should however keep any programming books su ch  as Ata ri Ba sic b y Alb rech t /Wiley o r Inside Ata ri Ba sic b y Carris U se  the order fo rm  be low t o  ensure a  speedy se rvice

TOP ARCADE ROM TITLES FROM ONLY E7.951

SILICA SHOP Alf THE UK'S NO1 ATARI SPECIALIST

We are pleased to be able to offer you some lop  arcade t it les on ROM cart ridge at amazingly low p rices Pre vio u sly priced at E29 95 each, the five cartridges we have on offer are a ll high quality
licensed reproductions of top arcade games Manufactured by Parker. FROGGER. 0 •BERT. SUPER COBRA and POPE YE are all suitable tor usewith  the new 600XL and800XL machines as well as
the old style M au  400 and BOO computers Ast rochase  however, w ill not run on the XL machines but is compatible with lneo ld  style Atari 400 and NO Ast  roc hese and Frogger are priced at ET 95 with

h

popeye 0 "b e ct  arid Super Cobra at E9 95 Br ie /  game descriptrOnS are given below and you may order cartridges using thecoupon below I n  addit ion to thesespecial offers w e  havea range of over
2 000 t it les lo t  Ata ri Computers. on  Cassette. ROM  Cart ridge and Diskette, with  p rices start ing a t  E1.99 Wrele, telephone. o r complete the coupon fo r a  co p y o f  our latest p rice  het

FREE OWNERS CLUB & INFORMATION SERVICE
Service is a  keyword  a t  Silica  and therefore we are keen N OT 10
make y o u  t h e  su b je ct  a t  a  'q u ick sa le '  w i t h  n o  subsequent
s uppor t. W e  w o u l d  r a the r  c o n t i n u e  to  c o m m u n i c a te  w i th  y o u  v ia
our m a ilin g  facilit ie s Wh e n  yo u  m a ke  a  purchase f rom  Silica .
your name a n d  address w i l l  be  taken a n d  added t o  one o f  o u r
FREE com pu te r o r  vid e o  game clu b s. We  don 't  l im it  o u r a f te r
sales se rvices Drily t o  those people who  bought  the ir hardware
from u s. o u r  d o o rs a re  open So ,  i f  yo u  o wn  a  video  game o r
home computer, o r are interested in  buying one, do let us know.

POPEYE R O M  E 9 . 9 5
You are Popeye and you r goal is to  catch a ll o f  Olive 's hearts. notes. arid
cries fo r He lp  before they h it  the water and sin k -  o r before Brutus t h e
Sea Hag o r  a  Vu ltu re  knock yo u  overboard. Each  t ime you  Complete a
round, you w ill automatically proceed to  the next and more d ifficu lt  level.
Popeye can gain strength during the game by eating spinach H e  is then
able t o  k n o c k  Br u t u s  o ve rb o a rd  f o r  b o n u s p o in t s A n  a ccu ra t e
rep rode h  I  he p o p u l a r  a r c ade  par n
,
• - •  P i v e y e   
o r  2  
D
,  e r 5

013ERT R O M  E 9 . 9 5
The o b j e c t P I C i b e r t  i s  to  s c or e  as  m any  p o ,n ts  u u e s , o • t ,  b y
the co lo u r o f  t h e  cu b e s o n  a  p yra m id  f ro m  a  sta rt ing  co lo u r  t o  a
destination co lou r Yo u ' l l  d o  th is b y hopp ing O•bert  f rom cube t o  cube
while avo id ing the  nasty characters who  w ill t r y t o  slo p  h im . A  fa ithfu l
r e r i r n d i c
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SUPER COBRA R O M  E 9 . 9 5
Bil5Vii W I  a  t o p  a r c adc  L ; G b r a  Dr c s ides  w s 1  to r  t h e  m luhl
skilled and daring p layer. Gu ide  you r helicopter gunship through 10.000
miles o f  mountains. Skyscrapers and subterranean passages. On ly then
can yo u  p ick u p  the booty and make your getaway Yo u ' ll have missiles.
Coming a t  yo u  f ro m  a ll d irect ions, determined t o  sh001 yo u  down T h e
course comprises 11 sect ions o l terrain, each more difficult  than the lest

YOU GET THE BEST PRICES AT SILICA SHOP
With an annual turnover o f  E2 m illion  w e  are often able t o  keep
our b u yin g  prices lo w  b y bu lk purchasing and it  is  our p o licy t o
pass o n  part o f  these savings t o  ou r customers. Because of this,
we believe o u r p rice s t o  b e  lower than a n y o f  o u r competitors.
However, i f  you  shou ld  rind  a  better offer, please contact us. We
will a im  t o  bea t  tha t  p r ice  and  in  aCCOrdance w it h  o u r  usua l
policy, se n d  the  g o o d s t o  yo u  p o st  a n d  packing  f ree. F o r  f u ll
details o f  o u r  Cred it  f a cilit ie s a n d  a  writ t e n  quotat ion. p lease
Contact o u r sales office.

SILICA SHOP LID, 1-4 The Mews, Ha
ORDER NOW-OR JOIN

. . . . .  • •  E n •  i n n  ow  1m s o  MIN ME E l l  Map
To: SILICA SHOP LTD, Dept ATUSR 0485, 1-4 The Mews, Hatherley Road,

Sidcup, Kent. DA14 4DX Telephone: 01-3091111
LITERATURE REQUEST,

0  P l e a s e  en ro l m e  in  the  FREE Silica  At a r i Own e rs C lu b  and  send m e  yo u r  FREE b ro ch u re s
ID I  own  a

Mr/Mrs/Ms:
Address:

In it ia ls:

Vocleogame 0  l a w n
s

 Surname

Postcode

Computer

ORDER REQUEST:
PLEASE SEN D  H E
Li 3 0 0 XL  & 1010 Recorder Pack
El 8 0 0 XL  a  Disk Drive- Pack
0  8 0 0 X L  A  Dis k  Dr iv e Upgr ade

it  e n d . . .  m r  o ld  s ly 4  5 0 0  c o m p I v i ,  4  • o t a I n g i

0  F r o g g e r  R OM  Car tr idge
(129 0  A s tr o c h a s e  R OM  1400 800 only  -  r i o t 81.1
(269 0  P o p e y e  R OM  Car tr idge

cl o •  Berl ROM Cartridge
E199 0  S u p e r  Cobr a  R OM  Car tr idge

ALL PRICES QUOTED ARE INCLUSIVE OF VAT - POSTAGE A PACKING IS FREE OF CHARGE

(7.95
(7 95
(9 95
(9 95

0  I  enclose Clwque,P.O. payable to Silica Shop Limited tor the lo ilowieg amount E

El C R E W  CARD • Please debit my:
Access. Elarclayeard•Visa American ExpressMiners Clue Card Numbei

MEI 11.1 n i e > x < E 0
1



ONE OF THESE
COULD

BE YOURS

2 EEl
3 t tg
4 1
5 0
6
7
8 8
9 0
0 0

HOW?

By writing an article or sending a program to PAGE 6

Over the next five issues we will be giving away an AtariWriter cartridge to the author of the best article received and a Paint!
cartridge to the author of the best program submitted. All contributions received will be re-considered prior to publication of each
issue so that if you do not receive the award for a particular issue, your article or program will still be in the running for the next
issue. In addition to this all articles or programs published will still be eligible for awards in the annual Readers Poll so it really is
worth writing an article or sending in a program.

Articles may be on any subject of interest to Atari users and should be of at least one magazine page length. Diagrams, charts.
illustrations or even photgraphs(!) may be included if you wish. Programs can be for any memory size and may be games, utilities
or more serious programs provided they are of general interest. If possible please submit articles and programs on a DOS 2 disk
(which will be returned or replaced by a disk from the PAGE 6 library). Any DOS 2 compatible word processor may be used. If you
do not have a disk drive please use cassette but ensure that TWO copies are recorded, one of which should use LIST H a r d
copy listings of programs are not required but documentation explaining how to use the program should be included
Typewritten or handwritten articles are still welcome if you cannot manage disk or cassette and will be given equal consideration
Written program listings will not however be accepted.

Let's see your articles and programs. Best of luck!

To start the ball rolling the first award of an Atari Writer cartridge goes to Mark Hutchinson for his (epic!) A-Z guide for
beginners in Atari Basic.

a

LISTING CONVENTIONS - READ BEFORE TYPING
The program listings in PAGE 6 are prepared to match exactly what you see on the screen. The

following chart shows all of  the characters used as they would appear in a  listing. CONTROL
characters and Inverse tend to join together in listings so care should be taken over these. Use TYPO
or TYPO II to check your typing and ALWAYS save a copy of any program before running it.
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GIVE YOUR COMPUTER LIFE!
MAKE IT TALK TO YOU WITH A SPEECH

SYNTHESISER
ALLOPHONE BASED WITH INFINITE VOCABULARY
PROG INFLECTION PLUS MANUAL PITCH CTL C /W
WITH DEMO SOFTWARE AND EXTENSIVE MANUAL

only £2995
CASSETTE INTERFACE -  use with standard recorder
mstead of 1010/410. Includes remote ctl. relay and audio
channel for stereo recorders). State whether 5 pin DIN or min.
)aC
k 
p l
u
g
s
_  
E
1
8
.
9
5

PRINTERFACE - drives CENTRONICS type printers from
AtanWriter and BASIC/ASS. LPRINT, LIST P. PRINT # etc,
Uses I  joystick port only. C /W 1 metre lead &  autoboot
software on cassette. d i s k  E3 3 .9 5  cassette E29.95
MAINS CONTROLLER - each unit switches two standard 3-
pin MAINS sockets (1 kw each). Two units cascade for  4
independent switched sockets from 1 joystick port Manual
override and opto-isolation protect you and your ATARI

E44.95c ompu t e r .

600XL  RAM EXPANSION•Simply plug in for mon!
memory

WEE!!

+16k £39.95 (Upgradeable)
+32 k C49 95 (Same free memory as 800XL)
+48k £59.95 (16k overlaid by 0.S.rom)

Expansion Unit available for 600/800XL
W. E ELECTRONICS,
19, North Street. Emsworth HANTS
TeL 02434 77613

Prices Include p&p.
Large SAL for details

QUOTE PAGE 6

P. SE P. IS FREE

BLANK DISKS FROM E14.95

PHONE NOW FOR BEST PRICES
0602 782310

SAVE EEs

PO
NO
RH

DK

UK
J F

AUTO DELETE
Add these program lines to TYPO II from issue 14 and

you can delete TYPO II from your listing automatically.
Your program can then be SAVEd or CSAVEd without
going through the proceedure o f LISTing to tape or
disk

First change lines 32080 and 32090 to

MN 3 2 0 8 0  I F  L I N E 8 = " E M D "  T H E N  1 2 2 3 0
JM 3 2 0 9 0  P O S I T I O N  2 , 1 0 : 7  " C O N T " : 8 = V A L ( L I N

E 8 ) : P O S I T I O N  I , 3 : ?  "  U .

Now add the following lines
3223e
3 2 2 4 0
3 2 2 5 0

1 0
3 2 2 6 0

ATARI 8 0 0 X L  AND ATARI  1050 D ISK
DRIVE

including Home Filing Manager (disk) & Pay-Off Adventure(disk)
O N LY  E 2 3 4 . 9 5

T V P 0 = 3 2 0 0 0
P O S I T I O N  2 , 2 : ?  “ M "
FO R D E L = T V P 0
-
1 0  T O  
1 v P O 4 -
1 5 0  
S T
E P

? D E L : N E X T  D E L : ?  " P O K E  8 4 2 , 1 2 : ?
C H P 5 ( 1 2 5 ) : C O N T "
3 2 2 7 0  P O S I T I O N  0 , 0 : P O K E  8 4 2 , 1 3 : 5 T O P
3 2 2 e e  I F  T Y P O 3 2 0 0 0  T H E N  T Y P O = T V P O 4
-
1 5 0
:G O TO  3 2 2 4 0

When you have finished typing a listing and the prompt
'Type a program line
. i s  o n  
t h e  
s c r e e
n  
t y p
e  
t h
e  
w o
r d  
E
N
D

and TYPO II will be deleted. Just SAVE or CSAVE your
program as normal

AMAZING OFFERS!!

SJB D ISK SUPPLIES
11. O UNDL E DRIVE
WOLLATON PARK

NO TTING HAM
NGS I  BN

ALL PRICES
INCLUDE VAT.

Am
A„.
-SAVE E30

ATARI 1 0 5 0  D I S K  D R I V E  A N D  1 0
BLANK DISKS (worth E20)

ONLY E189.95

All subject to avaliabilitv.
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games

The WAnderer
by Stephen Pedler

Maze games have always been popular puzzles, both
before and since the advent of personal computers. How-
ever, the graphics capability of computers means that we
can now travel through a maze as though we were actually
inside it-the 3D maze game. 'The Wanderer' is just such a
maze.

TYPING IT IN

This is straightforward, but notice that there are several
groups of very similar lines contained in the program. You s c
can save yourself some typing time by using the Atari's T y
editing facilities to duplicate the first line of a group and the RR
making changes as appropriate. K O DE

PLAYING THE GAME

Brief instructions are summarised in the program itself,
but are amplified here.

On running the program, you are first presented with a
reminder of the instructions. Pressing the START button
then shows you the maze from a bird's-eye view complete
with your starting position and that of the exit Note that the
exit and start positions change each time you play a new
game, but that the maze itself is constant.

Pressing start again puts you into the maze. You move
through the maze using the joystick (up — North, right =
East, down — South and left West). The number of moves
you have taken is displayed at the bottom of the screen, as is
the direction you are facing. If you wish to look in another
direction, simply press the corresponding key (N,S,E,W).
Note however that pushing the stick up still moves you
North. This can be slightly confusing until you get the hang
of it.

If you get stuck help is at hand. Pressing the 'H' key gives
you your position relative to the exit, while pressing 'M'
shows you the maze from above complete with the positions
of yourself and the exit In order to prevent the game from
being too easy, you can only use these facilities a small
number of times in each game. Using the ' M' key also adds 5
steps to your score as an additional penalty.

Finally, pressing '(:). allows you to quit the game with an
option to play again (with different start and exit positions).
If you don't want to play another game, the program will
erase itself from memory. Pressing a l l ows you to remind
yourself of the instructions.
10 P A G E  6 - Issue 15

UM
HZ

OL

GX

I W

HZ

PH

NDE RE R" 0
1
1

DRAW M A Z E

HY 1 0  R E M
E l  2 0  R E M  *  T H E  WANDE RE R
TC 3 0  R E M  *  b y  S T E P H ( N  P E D L E R
GG 4 0  R E M  *
PO 5 0  R E M  *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *
I D  6 0  R E M
BE 7 0  R E M
CZ 1 3 8  R A M T O P = P E E K ( 1 0 6 ) : P O K E  1 0 6 , R A M T O P - I

6
LS  1 4 0  G R A P H I C S  0 : P O K E  7 5 2 , 1 : P O S I T I O N  2 , 2

: ?  “ T h i n k i n g  a  n o n e n t . . . “
LO 1 5 0  D I M  M A Z E C 1 7 , 1 7 ) , L W A L C 4 ) , R W A L ( 4 ) , P (

4 ) , A S ( 1 8 ) , C $ ( 5 ) . D S ( 4 ) , E S ( 1 2 )
RX 1 6 0  A S = " N O R T H E A S T S O U T H W E S T " : E S = " THE W A

1 7 0  G O S UB 9 7 0 : G O S U B  1 8 9 0
1 8 0  G O S UB 2 1 4 0
1 9 0  G O TO  6 9 0
2 0 0  R E M
2 1 0  G R A P H I C S  8 : C O L O R  1 : S E T C O L O R  2 , 1 2 , 4
: S E TCO LO R 1 , 1 2 , 1 2
2 2 0  O N  F A C  G O TO  2 3 0 , 2 5 0 , 2 7 0 , 2 9 0
2 3 0  F O R  J = I  T O  4 : 1 ,  P O 5 Y
-
J ( 8  T H E N  
P ( J )

= 0 : N E X T  J : G O T O  3 1 0
2 4 0  P C J 3 = M A Z E C P O S Y
-
J , P O S X ) : N E X T  
J : G O T O

3 1 0
2 5 0  F O R  J = I  T O  4 : I F  P O S X . I . J ) 1 7  T H E N  P C J
) = 8 : N E X T  J : G O T O  3 1 8
2 6 0  P ( J ) = M A Z E ( P O S Y , P O S X + J ) : N E X T  J : G O T O

3 1 0
2 7 0  F O R  J = I  T O  4 : I F  P O S Y 4 - J > 1 7  T H E N  P C J
) = 0 : N E X T  J : G O T O  3 1 8
2 8 0  P ( J ) = M A Z E C P O S Y . F J , P O S X ) : N E X T  J : G O T O

3 1 0
PIN 2 9 0  F O R  J = I  T O  4 : I F  P O S X - J ( 0  T H E N  P C J )

= 8 : N E X T  J : G O T O  3 1 8
TF 3 0 0  P ( J ) = M A Z E ( P O S Y , P O S M
-
J ) : N E X T  J
YU 3 1 8  I F  P ( i ) 3  O R  P C 1 1 = 4  T H E N  C L = I : G O T O

3 5 0
OH 3 2 0  I F  P ( 2 ) = 3  O R  P C 2 ) = 4  T H E N  C L = 2 : G O T O

3 5 0
DU 3 3 0  I F  P C 3 ) = 3  O R  P ( 3 ) = 4  T H E N  C L = 3 : G O T O

3 5 0
I X  3 4 8  I F  P ( 4 ) = 3  O R  P C 4 1 = 4  T H E N  C L = 4
I C  3 5 0  F O R  J = 0  T O  4 : L W A L C J 1 = 0 : R W A L ( J ) = 0 : N

EXT J
S I  3 6 0  O N  F A C  G O TO  3 7 0 , 4 0 0 , 4 3 8 , 4 6 0
OR 3 7 0  F O R  J = 0  T O  C L : R W A L C J ) = M A Z E C P O S Y - J ,

P O S M4 - 1 1 : NE X T J
UR 3 8 0  F O R  J = 0  T O  C L : L W A L ( J ) = m i c a l E ( p o s v
-
J ,

P O S H
-
I )  
N E
X T  
J

PH 3 9 0  P O S I T I O N  1 0 , 2 1 : ?  A S C 1 , 5 1 : G O 5 U B  6 6 0
:GOTO 4 9 0

ZD 4 0 6  F O R  J = 0  T O  C L : R W A L ( J ) = M A Z E C P O S Y
4 -
1 ,

P O S X + J ) : N E X T  J
HP 4 1 0  F O R  J = 0  T O  C L : L W A L C J ) = M A Z E ( P O S V - 1 ,

P O S X + J ) : N E X T  J



CT 4 2 0  P O S I T I O N  1 0 , 2 1 : ?  A S C 6 , 9 ) : G O S U B  6 6 0
: G O TO  4 9 0

0
,
1  
4
3
0  
F
O
R 
J
=
0  
T
O 
C
L
:
R
W
A
L
C
J
)
=
M
A
Z
(
C
P
O
S
Y
+
J
,

P O 5 X
-
1 ) : N
E X T  
J

OX 4 4 0  F O R  J = 0  T O  C L : L W A L C J ) = M A Z E C P O S Y + J ,
P O 5 X + 1 ) : N E X T  J

HD 4 5 0  P O S I T I O N  1 0 , 2 1 ?  A S ( 1 0 , 1 4 ) : G O S U B  6
6 0 : 6 0 1 0  4 9 0

FR 4 6 0  F O R  J = 0  T O  C L : R W A L ( J ) = M A Z E C P O S Y
-
1 ,

P O S X
-
J ) : N
E X T  
J

VP  4 2 0  F O R  J = 0  T O  C L : L W A L C J ) = M A Z E C P O S V + 1 ,
P O S X
-
J ) : N
E X T  
J

OV 4 8 0  P O S I T I O N  1 0 , 2 1 : ?  A S C 1 5 , 1 8 ) : G O 5 U B  6
6 0

UW 4 9 0  R E M
FW 5 0 0  I F  P C C L ) = 4  T H E N  5 3 0
V I I  5 1 0  X = C L * 3 0 : Y = X / 2
GM 5 2 0  P L O T  X , V : D R A W T O  3 1 9
-
X , Y : D R A W T O  
3 1 9

-
X
,
1
5
9
-
.
Y
:
D
R
A
W
T
O  
X
,
1
5
9
-
Y
:
D
R
A
W
T
O

AY 5 3 0  R E M
O I  5 4 0  F O R  J = 0

1 ) 1 1 3 0 : D = C / 2
I W  5 5 0  I F  J C L
-
1  T H E N  
I F  
L W A L
C J ) = 0  
A
N
D  
L
W

A L C J + 1 ) 0 3  T H E N  G O T O  5 8 0
TA 5 6 0  I F  L W A L C J ) = 3  T H E N  P L O T  C . 1 5 9
-
D : D R A

WTO C , D : D R A W T O  X , N r : P L O T  X , 1 5 9
-
V : D R A W T O

C , 1 5 9
-
D : G O
T O  
5
8
0

SV 5 7 0  P L O T  C , 1 5 9
-
D : D R A W T O  
C , D : D R A
W T O  
K ,
D

: P L O T  X . 1 5 9
-
D : D R A W T O  
C , 1 5 9
-
D

GV 5 8 0  N E X T  J
OS 5 9 0  F O R  J = 0  T O  C L
-
1 : X = J * 3 0 : V = X /
2 : C = C J +

1 ) + 1 3 0 : D = C / 2
PH 6 0 0  I F  J C L
-
1  T H E N  
I F  
R W A L
C J ) = 0  
A
N
D  
R
W

A L ( J + 1 ) ( > 3  T H E N  G O T O  6 4 0
WG 6 1 0  I F  R w A L ( J ) = 3  T H E N  P L O T  3 1 9 - X , 1 5 9
-
V

: D R A W T O  3 1 9
-
X , V : D R A W
T O  3 1 9
-
C , D : D
R A W T O

3 1 9
-
C ,
1 5 9
-
D : D
R A
W T
O  
3
1
1
-
X
,
1
5
9
-
Y

UV  6 2 0  I F  R W A L C J ) = 3  T H E N  G O T O  6 4 0
OY 6 3 0  P L O T  3 1 9
-
X , 1 5 9
-
D : D R A W T O  
3 1 1
-
X , D : D R

A U T O  3 1 9
-
C , D : D R
A W T O  
3 1 9 -
C .
1 5 9 -
D : D R
A W T
O

3 1 9
-
X ,
1 5 9
-
D

GO 6 4 0  N E X T  J
ZM  6 5 0  R E T U R N
UN 6 6 0  R E M
HN 6 7 0  P O K E  7 5 2 . 1 : P O S I T I O N  1 0 , 2 2 : ?

= " ; M O V E
ZS  6 8 0  R E T U R N
PE 6 9 0  R E M
OB 7 0 0  ?  " M " : 5 T X = I N T C C R N D ( 0 ) * 1 6 ) + 1 ) : S T V = I

N T C C R N D C 0 ) * 1 6 ) + 1 )
7 1 0  I F  M A Z E ( S T V , S T X ) = 3  T H E N  7 0 0
7 2 0  P O S X = S T X : P O S Y = S T Y
7 3 0  G O S U B  1 3 0 0
7 4 0  F A C = 1 : G O S U B  2 0 0
7 5 0  P O K E  7 6 4 , 2 5 5
7 6 0  S = S T I C K C O )
7 7 0  I F  5 = 1 5  T H E N  8 7 0
7 8 0  I F  5 = 1 4  A N D  M A Z E ( P 0 5 N
-
1 , P O S X ) = 4  T M
E N 1 7 2 0
7 9 0  I F  5 = 1 4  T H E N  I F  M A Z E C P O S V
-
1 , P O S X ) <
) 3  T H E N  M O V E = M O V E + 1 : P O S Y = P O S
.
Y
-
1 : 6 0 5 U 0

2 0 0 : G O T O  8 7 0
8 0 0  I F  S = 7  A N D  M O Z ( C P O S Y , P O S X + 1 ) = 4  T H E
N 1 7 2 0
8 1 0  I F  5 = 7  T H E N  I F  M A Z E C P O S V , P O S X + 1 1 0
3 T H E N  M O V E = M O V E + 1 : P O S X = P O S X + 1 : G O S U B  2
0 0 : G O T O  8 7 0
8 2 0  I F  5 = 1 3  A N D  M A Z E C P O S Y + 1 , P O S X ) = 4  T M
E N 1 7 2 0
8 3 0  I F  5 = 1 3  T H E N  I F  M A Z ( 1 P 0 5 Y + 1 , P O 5 X ) <
> 3  T H E N  M O V E = M O V E + 1 : P O S V = P O 5 V + 1 : G O S U B
2 0 0 : G O T O  8 7 0

MZ
S Z
SE
RR
WX
I l l
V S
HG

VA

VT

P L

EK

MO

D • A W  F A C I N G  W A L L

DRAW  C O R R I D O R S

MO V E S

TO C L
-
1 : X =
J * 3 0
: V = X
/
2 : C =
( J +

M A I N  L O O P

" M O V E S  K U

VA 8 4 0  I F  5 = 1 1  A N D  M A Z E C P O S Y , P O S X
-
1 ) = 4  T H

EN 1 7 2 0
DV  8 5 0  I F  5 = 1 1  T H E N  I F  M A Z E C P O S Y , P O 5 X
-
1 ) C

> 3  T H E N  M O V E = M O V E + 1 : P O 5 X = P O S X
-
1 : G O S U B
2 0 0 : 6 0 1 0  8 7 0

TX  8 6 0  G O S U B  1 4 2 0
BY 8 7 0  K = P E E K ( 7 6 4 )
TX  6 8 0  I F  K = 3 5  T H E N  F A C = 1 : G O S U B  2 0 0 : G O T O

9 6 0
TV  8 9 0  I F  K = 4 2  T H E N  F A C = 2 : G O S U B  2 0 0 : G O T O

9 6 0
UX  9 0 0  I F  K = 6 2  T H E N  F A C = 3 : G O S U B  2 0 0 : G O T O

9 6 0
WT 9 1 0  I F  K = 4 6  T H E N  F A C = 4 : G O S U B  2 0 0 : G O T O

9 6 0
BN 9 2 0  I F  K = 5 7  T H E N  H E L P = H E L P + 1 : G O 5 U B  1 5 5

0 : G O S U B  2 0 0 : 6 0 1 0  9 6 0
WV 9 3 0  I F  K = 3 7  T H E N  M O V E = M O V E + 5 : L O O K = L O O K

+ 1 : 6 0 5 U 0  2 0 3 0 : G O 5 U B  2 0 0 : 6 0 1 0  9 6 0
TX  9 4 0  I F  K = 4 7  T H E N  G O T O  1 4 5 0
PE 9 5 0  I F  K = 1 3  T H E N  G O S U B  2 1 4 0 : G O S U B  2 0 0
AA 9 6 0  P O K E  7 6 4 , 2 5 5 G O T O  7 6 0
V F 9 7 0  R E S T O R E  1 0 0 0
G J 9 8 0  F O R  R O W = 0  T O  1 7 : F O R  C O L = 0  T O  1 7
PW 9 9 0  R E A D  M ; M A Z E ( R O W , C O L ) = M : N E X T  C O L : N E

X T R O W
OR 1 0 0 0  D A T A  3 , 3 , 3 , 3 , 3 , 3 , 3 , 3 , 3 , 3 , 3 ,
3
,
3
,
3 ,

3 , 3 , 3 , 3
CS  1 0 1 0  D A T A  3 , 0 , 3 , 0 , 0 , 0 , 0 , 3 , 0 , 0 , 0 , 0 , 3 , 0 ,

0 , 0 , 3 , 3
OP 1 0 2 0  D A T A  3 , 0 , 3 , 0 , 3 , 3 , 0 , 3 , 3 , 0 , 3 , 0 , 0 , 0 ,

3 , 0 , 3 , 3
Z J  1 0 3 0  D A T A  3 , 0
•
0 , 0 , 0 , 3 , 0 , 0 , 0
, 0 , 3 , 0 . 3 , 0 ,

0 , 0 , 0 , 3
PH 1 0 4 0  D A T A  3 , 3 , 0 , 3 , 0 , 0 , 3 , 3 , 0 , 3 , 0 , 0 , 0 , 3 ,

3 , 3 , 0 , 3
EC 1 0 5 0  D A T A  3 0 , 0 , 0 , 0 , 3 , 0 , 0 , 0 , 0 , 3 , 3 , 0 , 0 ,

0 , 3 , 0 , 3
JE  1 0 6 0  D A T A  3 , 0 , 3 , 3 , 3 , 0 , 0 . 3 , 3 , 3 , 0 , 0 , 0 ,
3
,

0 , 0 , 0 , 3
N I  1 0 7 0  D A T A  3 , 0 , 0 , 0 , 0 , 3 , 0 , 0 , 0 , 3 , 0 , 3 , 0 . 3 ,

0 , 3 , 3 , 3
EC 1 0 8 0  D A T A  3 , 3 , 0 , 3 , 0 , 0 , 0 , 3 , 0 , 0 , 0 , 3 , 3 , 0 ,

0 , 0 , 0 , 3
1 0 9 0  D A T A  3 , 0 , 0 , 0 , 0 , 3 , 3 , 3 , 0 , 3 , 0 , 0 ,
0
,
0
,

3 . 0 , 3 , 3
1 1 0 0  D A T A  3 , 0 , 3 , 0 , 3 , 3 . 0 , 0 , 0 , 0 , 3 , 0 , 3 , 0 ,
0 . 0 , 3 , 3
1 1 1 0  D A T A  3 , 0 , 0 , 0 , 0 , 3 , 0 , 3 , 3 , 0 , 0 , 0 , 0 , 3 ,
3 , 3 , 0 , 3
1 1 2 0  D A T A  3 , 3 , 0 , 3 , 0 , 3 . 0 , 0 , 0 , 3 , 0 , 3 , 0 , 0 ,
3 , 0 , 0 , 3
1 1 3 0  D A T A  3 , 0 , 3 , 3 , 0 , 0 , 0 , 3 , 0 , 0 , 0 , 3 , 3 , 0 ,
3 , 0 , 3 , 3
1 1 4 0  D A T A  3 , 0 , 0 , 0 , 0 , 3 , 3 , 0 , 3 , 0 , 3 , 3 , 3 , 0 ,
3 , 0 , 0 , 3
1 1 5 0  D A T A  3 , 0 , 3 , 0 , 3 , 0 , 0 , 0 , 3 , 0 , 0 , 3 , 0 ,
0
,
0 , 0 , 3 , 3
1 1 6 0  D A T A  3 , 0 , 3 , 0 , 0 , 0 , 3 , 0 , 3 , 3 , 0 , 0 , 0 , 3 ,
0 , 3 , 3 , 3
1 1 7 0  D A T A  3 , 3 , 3 , 3 . 3 , 3 . 3 , 3 , 3 .
3
,
3 , 3
.
3
.
3 ,

3 , 3 , 3 , 3
1 1 8 0  R E M
1 1 9 0  E X W A L L = I N T ( C R N D C 0 ) * 4 ) + 1 )
1 2 0 0  E X I T = I N T C R N D C 0 )
- 0 1
1 6 ) + 1 : 0 N  
E X W A L L  
G

O TO  1 2 1 0 , 1 2 3 0 , 1 2 5 0 , 1 2 7 0
1 2 1 0  I F  M A Z E C 1 , E X I T I = 3  T H E N  1 2 0 0
1 2 2 0  M A Z E C O , E X I T ) = 4 : G O T O  1 2 9 0
1 2 3 0  I F  M A Z E ( E X I T , 1 6 ) = 3  T H E N  1 2 0 0
1 2 4 0  M A Z ( C E X I T , 1 7 ) = 4 : G O T O  1 2 9 0
1 2 5 0  I F  M A Z E C 1 6 , E X I T ) = 3  T H E N  1 2 0 0
1 2 6 0  M A Z E ( 1 7 , E X I T ) = 4 : G O T O  1 2 9 0

H Z

LC

GV

NH

NO

F L

0 0

PO

E D
UD
TE

RX
Z H
ZN
ON
MU
OP

NE W E X I T

PAU_ t, • is-,ue 15 I



I V  1 2 7 0  I F  M A 1 E C E X I T , 1 ) = 3  T H E N  1 2 0 0
TM 1 2 8 0  M A Z ( C ( X I T , 0 ) = 4
BE 1 2 9 0  R E T U R N
FH 1 3 0 0  R E M DRAM M A Z E  N  P L A N

3 2 + 1 2 8 )
C I  1 3 7 0  P O S I T I O N  4 , 2 0 : ?  N 6 ; "
FD 1 3 8 0  P O S I T I O N  4 , 2 2 ?  1 2 6 ; " M I M O D
OL 1 3 9 0  P O S I T I O N  4 , 2 3 : ?  1 4 6 : "
MX 1 4 0 0  P O K E  5 3 2 7 9 , 8 : I F  P E E K C 5 3 2 7 9 1 0 6  T H  I R  1 8 5 0  M A Z E ( E X I T , 1 7 ) = 3 : G O T O  1 8 8 0

EN 1 4 0 0  V O  1 8 6 0  M A T E ( 1 7 , E X I T ) = 3 : G 0 T 0  1 8 8 0
MS 1 4 1 0  P O S I T I O N  P O S X 4 1 , P O S Y : ?  U 6 ; C H R S C 0
4 -  i C  1 8 7 0  
M A Z E ( E X I T , 0 ) = 3

3 2 ) : R E T U R N  B N  1 8 8 0  R E T U R N
BB 1 4 2 0  R E M  S O UND H K  1 8 9 0  R E M
KY 1 4 3 0  F O R  J = 1  T O  2 : S O U N D  0 , 8 0 , 1 0 , 1 5 : F O R  w v  1 9 0 0  R E S T O R E  1 9 2 0

L = 1  T O  2 0 : N E X T  L : S O U N D  0 , 0 , 0 , 0 : N E X T  J  u s  1 9 1 0  F O R  J = 0  T O  3 3 : R E A D  B Y T E : P O K E  1 5 3 6
AT 1 4 4 0  R E T U R N
ZC 1 4 5 0  R E M
EN 1 4 6 0  O P E N  1 4 1 , 4 , 0 , " K : "

Q U I T

t h e  " ; C S ; "  o f  t h e "F8  1 6 8 0  ?  " e x i t  a n d  " ; A B S ( H O R I Z ) ; "  s t e p st o  t h e  " ; D S : " . "LE 1 6 9 0  ?  " P r e s s  S T A R T  t o  g o  o n . "UU 1 7 0 0  I F  P E E K C 5 3 2 7 9 ) 0 6  T H E N  1 7 0 0AO 1 7 1 0  R E T U R N
ZO 1 7 2 0  R E M  Y O U  W I N
OD 1 7 3 0  G R A P H I C S  1 4 - 1 6 : 5 E T C O L O R  0 , 7 , 8  C O  2 1 8 0  ?  " a n o t h e r  d i r e c t i o n . " : ?  : ?  " I f  y
YR 1 7 4 8  P O S I T I O N  2 , / : ?  1 1 6 ; " C O N G R A T U L A T I O N  o u  n e e d  h e l p ,  t h e  f o l l o w i n g  k e y s "

SI" c o n t i n u e d  on page 32
12 P A G E  el - I5sue 15

t h e  w a n d e r e r
S A R T

t o  c o n t i n u e

5N 1 7 5 0  P O S I T I O N  2 , 1 0 : ?  U 6 ; " Y O U  F O U N D  Y O U
R W A Y "

OC 1 7 6 0  P O S I T I O N  2 , 1 1 : ?  1 1 6 ; " O U T  I N  " ; M O V E
; "  M O V E S . "

MY 1 3 1 0  G R A P H I C S  1 4 . 1 6 : P O K E  7 5 6 , R A M T O P  8 : P  N Y  1 7 7 0  P O S I T I O N  2 , 1 3 : ?  U 6 ; " p r e s s  s t a r t  f
OKE 8 8 , 0 : P O K E  8 9 , R A M T O P - 4 : 0 1 = P E E K ( 5 6 0 )  o r "
I 2 5 6 * P E E K ( 5 6 1 ) : P O K E  D L + 4 , 0 : P O K E  D L 4
-
5 , R  K W  1 7 8 0  
P O S I T I O N  
2 . 1 4 : ?  
1 1 6 ; " a n o t
h e r  
g a m e
"

AMTOP G I  1 7 9 0  P O K E  7 0 9 , 7 0 : P O K E  7 1 1 , 2 8 2 : F O R  J = /
GH 1 3 2 0  S E T C O L O R  0 , 7 , 8 : S E T C O L O R  2 , 1 2 , 8  T O  2 0 : N E X T  J
LA 1 3 3 0  F O R  R O W
7
0  T O  
1 7 : F O R  
C O L =
0  
T O  
1
7  
P
P  
1 8
0 0  
I
F  
P E E
K C 5
3 2 7
9 1 0
6  
T
H
E
N  
P
O
K
E  
7
0
9
,
2

I P  1 3 4 0  M = M A T E C R O W , C 0 1 . 1 : P O S I T I O N  C O L + 1 , R 0  0 2 : P O K E  7 1 1 , 7 0 : F O R  J = 1  T O  2 0 : N E X T  J ; G O
W: ? 1 1 6 ; C H R I C M 4
-
3 2 ) : N E X T  
C O L  
T
O  
1 7
9 0

LE 1 3 5 0  N E X T  R O W  D T  1 8 1 0  L O O K = 0 : H E L P = 0 : M O V E = 0 : G O S U B  2 0 1 0 : G
TZ 1 3 6 0  P O S I T I O N  P O S X 4 . 1 , P O S Y : ?  C 8 6 ; C H R S C 5
- 4  O S U B  
1 8 2 0 : G O S U B  
1 1 8 0 : G O T O  
6 9 0

CANCE L E X I S T I N G  E X I TYC 1 8 2 0  R E M
"  A K  1 8 3 0  O N  E X W A L L  G O TO  1 8 4 0 , 1 8 5 0 , 1 8 6 0 , 1 8 7

0

"  E K  1 8 4 0  M A T E ( 0 , E X I T ) = 3 : G O T O  1 8 8 0

R E D E F I N E  C H A R A C T E R S

+ . 1 , BY TE : NE X T  J
XU 1 9 2 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 1 5 , 1 0 4 , 1 3 3 , 2 1 4 ,

1 6 9 , 2 2 4 , 1 3 3 , 2 1 3 , 1 6 9 , 0 , 1 3 3 , 2 1 2 , 1
6 2 , 4 , 1 6

r  9 0 *

EL 1 4 7 0  ?  " " ; P O S I T I O N  3 , 2 2 : ?  " A r e  y o u  s u  0 , 0 , 1 7 7 , 2 1 2 , 1 4 5r e  E Y 1 8 1 ? " : G E T  1 2 1 , a  W W  1 9 3 0  D A T A  2 1 4 , 2 0 0 , 2 0 8 , 2 4 9 , 2 3 0 , 2 1 3 , 2 3
0
,

O I  1 4 8 0  I F  K O B /  A N D  K < > 7 8  T H E N  1 4 7 0  2 1 5 , 2 0 2 , 2 0 8 , 2 4 2 , 9 6BD 1 4 9 0  I F  K = 7 8  T H E N  C L O S E  U l : G O S U B  2 0 0 : G  CR 1 9 4 0  A = U S R ( 1 5 3 6 ,  C R A M T O P
-
8 1 *
-
2 5 6 )

OTO 7 6 0  C I  1 9 5 0  F O R  J = 0  T O  2 3 : R E A D  B Y T E : P O K E  C R A MBA 1 5 0 0  I F  K = 8 9  T H E N  G R A P H I C S  0 : P O S I T I O N  T O P - 8 1 1 . 1 2 5 6 1
-
2 4 . J , B Y T E : N E M I  J

2 , 1 : ?  " Y o u  g a v e  u p  a f t e r  " ; M O V E ; "  m o v e  1 R  1 9 6 0  D A T A  2 5 5 , 1 2 9 , 1 8 9 , 1 6 5 , 1 6 5 , 1 8
9 , 1 2 9 ,
s . "  2 5 5I N  1 5 1 0  P O K E  7 5 2 , 1 : P O S I T I O N  2 , 3 ; ?  " P l a Y  a  B C  1 9 7 0  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0g a i n  L Y / N 1 ? " : G E T  1 1 1 , K  V E  1 9 8 0  D A T A  0 , 6 0 , 3 6 , 2 5 5 , 1 8 9 , 3 6 , 3 6 , 1 0 2JN 1 5 2 0  I F  1 ( 0 8 9  A N D  1 ( 0 7 8  T H E N  1 5 1 0  K T  1 9 9 0  F O R  J = 0  T O  1 6 : R E A D  B Y T E : P O K E  1 6 0 0NM 1 5 3 0  I F  K = 8 9  T H E N  C L O S E  U l : H E L P = O ; L O O K  f J , B Y T E : N E X T  J= 0 : M O V E = 0 : G O S U B  2 0 1 0 ; G O S U B  1 8 2 0 : G O S U B  N U  2 0 0 0  D A T A  1 0 4 , 1 0 4 , 1 0 4 , 1 3 3 , 2 1 3 , 1 6 9 , 0 , 1 31 1 8 0 : G O T O  6 9 0  3 , 2 1 2 , 1 6 0 , 0 , 1 4 5 , 2 1 2 , 1 3 6 , 2 0 8 , 2 5 1 , 9 6SO 1 5 4 0  I F  K = 7 8  T H E N  P O K E  1 0 6 , R A M T O P : C L O S  O M 2 0 1 0  A = U S R ( 1 6 0 0 , R A M T O P

-
4 ) : A = U S R ( 1 6 0 0 , R

E U l : G R A P H I C S  0 : N E W  A M T O P
-
3 )

O I  1 5 5 0  R E M  H E L P  A G  2 0 2 0  R E T U R N
FM 1 5 6 0  I F  H E L P > 3  T H E N  ?  " N o  s o r e  h e l p  1  A S  2 0 3 0  R E M  P AG E  F L I P  R O U T I N E

e f t  f o r  t h i s  m a z e ! " : ?  : G O T O  1 6 9 0  Y J  2 0 4 0  I F  L O O K ( 3  T H E N  2 0 8 0
LE 1 5 7 0  C S = " S O U T H " : “ = " W E S T " t ?  " a "  J R  2 0 5 0  ?  " N o  m o r e  l o o k s  t h i s  m a z e ! " : ?
XU 1 5 8 0  I F  E X W A L L = 2  O R  E X W A L L = 4  T H E N  1 6 4 0  ?  " P r e s s  S T A R T  t o  c o n t i n u e "
HR 1 5 9 0  I F  E X W A L L = 3  T H E N  C S = " N O R T H " : V E R T =  V E  2 0 6 0  I F  P E E K ( 5 3 2 7 9 ) 0 6  T H E N  2 0 6 0

1 7
-
P
O
S
Y :
G
O
T
O  
1
6
1
0  
A
V  
2
0
7
0  
R
E
T
U
R
N

PB 1 6 0 0  V E R T = P O S Y  E D  2 0 8 0  G R A P H I C S  1 . 1 6 : P O K E  8 8 , 0 : P O K E  8 9 , R
OA 1 6 1 0  H O R I 2 = E X I T
-
P O S X : I F  
H O R I Z < 0  
T H E N  
D  
A M T O
P - 4  
D L =
P E E
K  
C 5
6 0
)  
+ 2 5 6
-
m P E E
K  
C
5
6
1
)

S = " E A S T "  V I  2 0 9 0  P O K E  D L 4 - 4 , 0 : P O K E  D L 4 . 5 , R A M T O P
-
4

TN 1 6 2 0  G O TO  1 6 7 0  S W  2 1 0 0  P O K E  7 5 6 , R A M T O P
-
8 : S E T C O L O R  0 , 7 , 8 :
AU 1 6 3 0  R E T U R N  S E T C O L O R  2 , 1 2 , 8
BD 1 6 4 0  I F  E X W A L L = 4  T H E N  D S = " E A S T " : H O R I i =  1 H  2 1 1 0  P O S I T I O N  P O S X 4 - 1 , P O S Y : ?  U 6 ; C H R S C 5 +

P O S X : G O TO  1 6 6 0  3 2 + 1 2 8 )
OV 1 6 5 0  1 I O R I Z = 1 7
-
P O S X  
R
E  
2 1
2 8  
I
F  
P E E K
( 5 3 2
7 9 ) 0
6  
T
H
E
N  
2
1
2
0

DA 1 6 6 0  V E R T = P O S Y
-
E X I T : I F  
V E R T ( 0  
T H E M  
C S =  
M T  
2 1 3
0  
P O S
I T I O
N  
P O S X 4
-
1 , P O S
Y : ?  
N 6 ;
C H
R S
C O
+

" N O R T H "  3 2 ) : R E T U R N
I G  1 6 7 0  ?  " Y o u  a r e  " ; A B S C V E R T ) ; "  s t e p s  t o  T G  2 1 4 0  R E M

DB 2 1 5 0  G R A P H I C S  0 : S E T C O L O R  2 , I 2 , 4 : S E T C O L
OR 1 , 1 2 , 1 2 : ?  " " : P O K E  7 5 2 , 1

VB 2 1 6 0  ?  E S : ?  : ?  " M a n o e u v r e  t h r o u g h  t h e
maz e  u s i n g  t h e " : ?  " j o y s t i c k .  I f  y o u r  w
a y  i s  b l o c k e d ,  a "

KF 2 1 7 0  ?  " t o n e  w i l l  s o u n d  a n d  y o u  m u s t  t

I N S T R U C T I O N S



ATARI USER?
Then you'll
need...

Whether you're a serious
programmer, or beginner,
Atari User is for you!
Dedicated to the whole range of Atari
products -  including the new 8 and 16
bit micros -  the monthly Atari User is
packed with lively and informative
features, programs and reviews.
Written by users for users, it's the
professional Atari magazine that tells you
all you want to know!

Special introductory offer
I would like to take advantage of your special introductory offer
of the next 12 issues of Atari User for EI 0

n Cheque enclosed.
El Debit my Visa Access account

Ne

Name

Address_

Signed
Post

Make sure you
keep right up to date

with all the exciting
things now happening

in the world of Atari by
taking out an annual

subscription. Send in the
coupon below and pay only

E10 instead of the usual E12

t - - - 1 1 -1 - -1 - - 1

to: Atar i  User, Database Publications.
68 Chester  Road,  Hazel  Gr ow.

Stockport SIC7 5NY



interview

GOING

There are lots o f products advertised in the American
magazines which are difficult to  obtain here. Wi l l  they
become available? To find out I spoke to Jerry Howells who
is General Manager o f Software Express a  mail order
company in Birmingham who specialise in Atari, and who
recent!'...' took a trip over to the States to find out whether
these products could be made more easily available in the
U.K.

1k). What mode you decide to go over to the States in
search of software?
J.H. Well, although you can get a lot of Atari product in
England there is still one area that remains neglected. That
is the utility side and there are similar areas that U.S. Gold
and others have not hi t upon such as the magazines.
Although you can get them in this country they are not
easily available. Also the other stuff like the APX titles and
the public domain titles. Software wise products from
people like O.S.S. and MMG have only been available in
small quantities but there has never been enough. The only
advertising you get is in ANTIC and ANALOG so what we
basically decided was to go over and see those companies in
order to see i f we could get them into this country. We
managed to get the exclusive rights to MMG and OSS to
distribute in this country, plus we will be handling the
advertising in the specialist magazines so we can get more
people aware to make it worth while by selling in quantity.
We know that they are not going to sell like Blue Max, Beach
Head or anything like that but what we do expect is that
more serious users who have wanted these products will
come to an English supplier and get what they want without
all the chances and hassle of sending motley abroad_ We are
trying to fill a section of the market which will not only
increase our business but also give Atari what it has been
waiting for - the good serious products.

Po. Who did you visit first?
J. I  flew into New York and then drove to English Town,
New Jersey where MMG have got their base.

P6. What sort of Company are MMG?
J.H. Rather like us in size - about 8 people. The vice-
president who I met was Greg Fremer who is responsible for
the everyday running o f the Company. Although they
started out as a partnership - MMG standing for Mike, Mark
and Greg they were bought out by a bigger company. The
operation has been kept seperate. Amongst other things the
14 P A G E  6 - Issue 15

Atari products include the BASIC COMPILER and an old
title called Final Flight. They do a lot for the Commodore but
also do a lot of contract work for Atari, IBM, Lotus and many
others. Although a small company they have their fingers in
a lot of pies. They did the templates for Lotus 1-2-3 and
work for IBM - all the big business systems. Turnover is $2
million a year. The deal we have been offered is an exclusive
for the U.K., possibly Europe, and we will be handling all
their advertising. The latest product they have for the Atari is
a sound digitiser which can take ordinary recordings and
digitise them onto the Atari using the four voices. The
quality is truly amazing. They can't wait to get the XEM and
then what they can do with sound is nobody's business.

P6. So MMG plan to write for the new machines?
J. O h ,  yes definitely. Although I didn't see any machines
it is quite easy to develop software on the 800XL and then
refine the products when the XE is available. The technical
specif ications are there so programs can be developed now.
Atari are encouraging developers to begin work on software
for the XE and have promised that XE machines will be
made available to  these people as soon as they are
ready_

P6. What products will you have available from MMG?
J.H. The main product will be the BASIC COMPILER.
There is a new program called Inside the Astral Rift which is
described as similar to Ultima III but sufficiently different to
make it a whole new game_ We are currently evaluating this
one. Also there will be DATA MANAGER II which they
describe as being as good as SYN FILE. We are testing this
and initial impressions seem to be that it has a lot of features
that many databases lack Another product is called Career
Counsellor which is a questionnaire for school children or
adults which asks a series of questions and seems to be yen)
accurate. Basically you answer questions and are given a
suggestion of career choices. We are not sure yet if this will
be available.

Pb. Where next?
I n  U p  to the Canadian border to a town called Rochester
to see Computer Software Services who do the XL FIX
which is a hardware modification to allow the XI. machines
to run 400/800 software without any translator. They have
a new product coming out called. I  th ink The Silencer
which is a very small circuit which fits inside a 1050 or an
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810 and makes it so silent that there is no noise whatever, all
you can see is the busy light. We will probably bring that in
but only as a retailer not as a distributor. The market will
probably be quite small.

P6. Did you get over to the West coast?
J.H. Yes, I drove back down to New York. another 500
miles, and then flew to San Francisco where I thought the
trip really came alive. The first meeting was with ANTIC
publications. They are a weird and wonderful outfit. Like
most others they are a very young company and they have
been going two and a half to three years, They remind you
of the old journalists of the fifties with trilbies and cigars.
Obviously having a lot of fun. Les Toruk was the first guy I
met and we discussed ways in which we might help each
other. They are very interested in the U.K. market_ They
have virtually split their company into two with the publi-
cation side and the mail order side which promotes books,
APX and disks o f  public domain Basically their own
products. They do not sell software in the same way we do.
They have some new books on the way. I then met with Jim
Caparell, ANTICs Editor and Publisher, and we talked
about the American and U.K. markets. From what he said
the two markets are very similar - they had the slump in the
same way as we did last year but it is picking up very well
now. They were impressed that I had gone out to the States
so I was invited back later to discuss ways in which we could
help them in the U.K. We ended up with an agreement to be
sole distributor for ANTIC magazine. in the U.K. as well as
for all the APX titles, books and other software that ANTIC
promote in their catalogue

P6. You must be close to Sunnyvale by now?
J.H. Yes, my first appointment was with Mike Peters of
OS_ S. who is the President and also Bill Wilkinson. We
ended up with an exclusive distribution deal for all their
products. Although the cartridges have been available here
the Tool Kits have never been available although there has
been the demand. We will now be distributing these, Not
much new product although they will be making all of their
products for the sT and XE range. They will be promoting
their products more in the U.K.. They had a  few bad
experiences in the past which is something 1 found with all
the companies I visited_ They all knew about the British
market and had in fact lost a lot of money through English
distributors and were a bit paranoic but the fact that we went
out there convinced them that we mean business. The deals
were much better than I thought we would get.

P6. Did you talk about the new Atari DOS which I believe
Bill Wilkinson wrote?
J.H. Yes. I saw DOS 2.5. It is a lot better than DOS 3. Bill
Wilkinson saw that DOS 3 was not good enough and DOS2
was okay so he decided to write something in between. He
has several projects which he is working on but does not

plan to promote commercially. He seems to work all night
on odd bits o f programming. DOS 2.5 will be available
shortly and Bill Wilkinson did write it,

P6. I f  you were in Sunnyvale, you must have gone to
ATARI headquarters?
J.H. Yes. I  met with Sig Hartman who is the head o f
Atarisoft. ATARI U.S. is very impressive in a  five story
modern building. Sig Hartman was extremely nice but very
powerful. I met a guy called John Sutch and we chatted for a
couple of hours about the U.S. and U.K. markets. They
were very interested in our Maths project as were a lot of
other companies. They were impressed by the presentation
and content. It was the first time they had seen a complete
course. There have been plenty of Revision aids but not a
complete course. Unfortunately the school system there is
totally different so we may not be able to do anything in the
States. They were impressed enough to offer assistance in
producing other software which we are thinking o f at
present Unfortunately I did not have enough time at Atari
but it was very impressive just being there. I met briefly with
Sam Tramiel and Leonard Tramiel as well as Sig Hartman
all of whom were very aggresive people in a very positive
way - people that others listen to. I certainly came away with
the impression that whatever Jack Tramiel says he will do
will be done and I believe that a lot of other people believe
that too.

P6. How will you distribute al l  the products you have
agreements for?
11-1. We are planning to set up a seperate company called
The Software Factory to provide distribution to a select
number of retailers who want to support Atari and we will
make available to them the more serious products that they
have not been able to get in the past. Software Express will
sell products by mail order but those retailers who are
interested i n  th e  Atari  wi l l  also b e  able t o  get the
products.

Pb. What were your overall impressions about how third
party companies view Atari, given their past history?
J.H. Many of them are still wary but most do believe that
Jack Tramiel will do what he has promised. Certainly there
is a  much better atmosphere fo r  companies to  begin
supporting Atari again. After the takeover a lot of people
became very wary as nothing seemed to happen for a long
time but now that STs are beginning to become available as
development packages, more companies are beginning to
believe in Atari again. I certainly feel that Atari are going to
come through well and I hope that we can provide U.K.
owners with greater support. The games market has been
the one which the big companies have concentrated on but
with the agreements we have been able to negotiate we
hope that Atari owners over here can begin to find it easier
to get into the more serious side of Atari.
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Adventure

1. 1flI551011: liSTERDIO
Background: Roberta Williams is a country girl whose
childhood revolved around fairy tales. magic and fantasy.
She read a lot, fantasized a lot and told stories to her friends.
Some years later, after getting married and moving to Los
Angeles, her husband introduced her to an entirely new
form of story telling - computer Adventures.

Ken Williams was a programmer on an IBM mainframe
and used to  bring a  terminal home every night As i t
happens, the computer had some games on it including the
classic Crowther and Woods original Adventure! After
playing it at home, Roberta said to herself "Gee. I could do
that!". So  she designed an Adventure called "Mystery
House
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game inspired by the Agatha Christie novel "Ten Little
Indians". It had black and white line drawings and was only
available for the Apple. but it was a start

They formed On-Line Systems (which later became
Sierra On-Line) so that they could distribute the game.
Before long they released a second game called "Wizard
and the Princess". It had full screen, high resolution colour
graphics and was heralded as a major breakthrough in
Adventures. On-Line's success was now assured.

Over the next couple of years, the number of Adventures
increased with each new release seemingly bigger and
harder than the previous ones. The one exception was
"Mission: Asteroid". Th is was written as a  beginners'
Adventure and was accordingly given the number O. There
are now seven in the series. but only the even numbered
ones are available for the Atari. Who knows? Maybe the
others will one day be translated as well. The full series is
listed below.

#0: Mission: Asteroid
#1: Mystery House (not available for Atari)
#2: Wizard and the Princess
#3: Cranston Manor (not available for Atari)
sal: Ulysses and the Golden Fleece
#5: Time Zone (not available for Atari)
#6: The Dark Crystal

Review: We'll take a look at Mission: Asteroid as it's the first
in the series, bu t most o f  the comments are equally
applicable to  the whole series. When the game is first
booted, the program checks for unformatted sectors on
track 3. This results in the dreaded graunch g ra u n ch
graunch that I've come to hate in Sierra On-Line's copy
protection. I wish they wouldn't do that! Haven't they ever
heard of bad sectors and duplicate sectors and short sectors
and skewed tracks and...
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Anyway, you are then asked to flip the disk to side 2 and
press RETURN. When you've done so, a triangle appears
along with the message "IF TRIANGLE APPEARS BLUE
PRESS THE START KEY. IF IT IS NOT BLUE PRESS THE
OPTION KEY." The triangle on my screen could best be
described as scunge (which definitely isn't blue), so I pressed
the OPTION key. However, I soon realised that I could press
the START key and there was absolutely no difference in
the pictures. I reasoned that the test was necessary because
the game used artifacting. They needed to  determine
whether the computer had a CTIA or GTIA chip. then the
program could compensate so that the colours looked right.
However, this only applies if you have an NTSC computer
and television (as in the U.S.A). It does not apply to we PAL
users in Australia and the United Kingdom, so you can press
either key and it doesn't make the slightest difference.

The game then commences and you get your first
glimpse o f the much acclaimed graphics. What do you
think? Terrible aren't they? Apple owners can't be very
fussy! The pictures look like they've been drawn by a
kindergarten child. To•make matters worse, the artifacting
mentioned above just doesn't work on PAL televisions.
Instead of the glorious technicolor that we're used to on the
Atari, we get just two colours - black and a horrible yellow
that looks like cat vomit

The screen layout is just like GRAPHICS 8. Most of the
screen is devoted to  a  high resolution picture o f your
surroundings except for the four lines of text at the bottom.
Each time a new picture is drawn, the bell rings from the
console speaker. (This also happens with Wizard and the
Princess and Ulysses and the Golden Fleece, but The Dark
Crystal uses the TV speaker.) If there are more than four
lines of text, then the first four lines will be printed and you
have to press RETURN to continue with the next four lines.
This prevents the text from scrolling under the picture
before you get a chance to read it. Unfortunately, no matter
how hard you try, you nearly always forget to  press
RETURN before starting to enter your next command. As a
result, you are punished with another repulsive bell, but this
time it's three times as long as before. In a short period of
time, I  got rather annoyed with this to say the least. A
reviewer in another magazine was ready to throw a brick
through the TV before his family dragged him off screaming.
Another resorted to pulling his computer apart and dis-
connecting the console speakerl

If you're thinking that there must be a less drastic fix, then
you're right. Use a paper punch to cut a write protect notch
in side A of your Adventure disk and run the program at the
end of this column. Hey presto! No more bells! Note that this

by Garry Francis of Sydney, Australia



CS 1  R E M
will void any warranty you may have on your disk, so make V M  2  REM U
sure you are very careful not to make any mistakes. The 5 A  3  REM U
program has all the instructions you need and is written in G L  4  REM St
such a way that there is no way it will alter your disk unless it c

K Zis identical to mine. (Try it on any of your other disks if you
don't believe me.) If you follow the instructions, you can't go p
wrong.

At this point. I must give credit to a friend named Peter
Bamford. He was the one who originally thought of the fix BPI
and passed it on to me. I merely repeated the procedure and
wrote the utility to allow any mug to fix his own disks. H T

Peter began by searching the disk for the bell character,
i.e. SR). Unfortunately, it appeared about a million times. m,..1
Not only did it appear as data or part of an address, but it
also turned out to be a 6502 opcode Obviously, the search
would have to  be narrowed down. (Incidentally, don't G F
bother checking track 3, because it is unformatted and will
cause your drive to have a siezure) L H

He then searched for the sequence $1 F. $ DO. This is the
hardware register CONSOL in LSB. MSB formal Most i vreaders would be familiar with reading this register to see
whether a console key is being pressed. It can also be written
to to control the movement of the cone in the console H c
speaker. I f  a sequence such as $81D, $1 F. $D0 (or STA
$D01 F in assembly language) was found, he'd be in luck
Unfortunately, no such luck This was becoming a real N E
Adventure in itself. cu

He then took a look through the Operating System G I
source listing for a clue and accidentally stumbled across the o x
label BELL in the cross reference map. It turned out to be a
subroutine in the display handler that rings the bell. This is
where I became involved. The obvious next step was to "
Xsearch the disk for the sequence $20. $ 0 A $F9 which
translates to  JSR BELL (or JSR $ 1
3
9 0 A )  i n  
a s s e m b l y  
y

language. This sequence occurred five times. Aha, jackpcA
The first occurrance was found at sector $02 byte $31 in c c
Mission: Asteroid and Wizard and the Princess and sector
$05 byte $32 in Ulysses and the Golden Fleece. It was used A 8
to ring the bell to let you know that you had to turn the disk
to side B. I decided to leave this intact

The second occurrance was at sector $F2 byte $71 in V F
Asteroid and Wizard and sector $ E8 byte $71 in Ulysses.
This sounded the bell after each picture was drawn. I
replaced this with SEA SEA SEA which translates to three
NOPs in assembly language. E X

The third, fourth and fifth occurrances were immediately
after one another at sector $F3 byte $02 in Asteroid and o o
Wizard and sector $E9 byte $02 in Ulysses. This was the
triple length bell that occurs i f you forget to  press the
RETURN key when there is more text to print. I  again G H
replaced these with NOPs. D sEach disk was modified and tested. The results'? Silence.
Beautiful silence!

Incidentally, the JSR BELL is an illegal entry point If the U N
programmers have done it once, then they have probably
done it several times. This implies that the Sierra On-line w v
Adventures may not run on revised Operating Systems
such as Revision B, but this shouldn't affect us as Revision B
was never issued in a PAL version. XL users will probably x s
need the XL translator disk If in doubt try to check that the A l
programs run okay on a system similar to your own before B D

continued on page 19 E l l
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4 1 8  P O P  : P O S I T I O N  5 . 2 2 : ?  " E R R O R  " ; P E E K
( 7 7 1 ) : " . . . O P E R A T I O N  A B O R T E D " ; C H R S ( 2 5 3 )
: F O R  I = 1  T O  1 0 0 0 : N E X T  I ; G O T O  1 6 0
4 2 0  I F  B U F F E R S ( B Y T E + 1 , 0 T T E
4 .
3 ) = 5 E A R C H 5
T H E N  B U F F E R S ( O T T E + 1 , B Y T E
4
3 ) = R E P L A C E S : R
E T U R N
4 3 0  P O P  : P O S I T I O N  3 , 2 2 : ?  " D I F F E R E N T  D I
S K . . . O P E R A T I O N  A B O R T E D " : C H R S ( 2 5 3 ) : F O R
I = 1  T O  1 0 0 0 : N E X T  I : G O T O  1 5 0
5 0 0  D A T A  M I S S I O N :  A S T E R O I D , 2 4 2
5 1 0  D A T A  W I Z A R D  A N D  T H E  P R I N C E 5 5 , 2 4 2
5 2 0  D A T A  U L Y S S E S  A N D  T H E  G O L D E N  F L E E C E
, 2 3 2
5 3 0  D A T A  N O N E  ( R e t u r n  t o  B A S I C ) , 0  0
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BLANK DISKS
BLANK DISKS - PRICES PER

BOX OF 10
Single D o u b l e
Side/ S i d e /
Double D o u b l e
Density D e n s i t y

SCOTCH 3M 1 4 . 9 5  1 9 . 9 5
DYSAN 1 7 . 9 5  2 4 . 9 5
MEMOREX (with FREE case) 1 2 . 9 5  1 6 . 9 5

SJB SUPERSAVERS

50 MEMOREX Single Side/Double
Density Blank Disks in  a  perspex
storage box o n l y  E64.95!

50 MEMOREX Double Side/Double
Density Blank Disks in  a  perspex
storage box o n l y  E79.95!

ALL PRICES INCLUDE VAT D E L I V E R Y  IN U.K IS FREE
Please send cheques/P.O.'s to

SJB DISK SUPPLIES (DEIYr P6)
11, (KINDLE DRIVE
WOLLATON PARK

NOTTINGHAM
NG8 1BN

Tel. 0602 782310



CENTRONICS PARALLEL PRINTER
INTERFACE

Plugs into serial I /O  socket Compatible with ATARI-
WRITER, VISICALC etc. Includes all cables plus extension
I/O socket Powered directly from computer. Simple to
install and use.

Only E69.95 Inc. VAT and postage

Send s.a.e. for  full information.
Dealer  enquir ies welcome

BLACKTHORN ELECTRONICS
Ardleigh Road, Dedham, Colchester, Essex

Tel: Colchester (0206) 323120

FIIISSILIII:aSTEPEND
continued from page 17

you buy them. I don't think you'll have any trouble, but it's
better safe than sorry.

Lip unti l  this point, m y  comments have been very
negative. This is not to say that the game is no good. On the
contrary. As far as Adventures go. Mission: Asteroid is very
good! The aim of the game is to blow up a huge asteroid
before it collides with the earth. The game commences at
12:00 noon and the asteroid is estimated to hit the earth at
7:15 P.M. This gives you 7 hours 15 minutes of game time
to complete your mission. Each move takes 5 minutes, so
you effectively have 87 moves to solve the game. The
puzzles are fairly simple and logical making i t ideal for
beginners. It is the time element that's the real killer,

Mission: Asteroid also has one of the most intriguing
mazes that I've ever encountered. Although the game gives
you a route through the middle of it, i t is not the most
efficient, so you should try mapping the maze to find a better
way. It's quite a challenge, but I'd say very few people have
bothered. Even the two books o f Adventure solutions
mentioned below have conveniently left it out!

Hints: There are no hints this issue because none of the
problems seemed hard enough to  warrant them (and I
couldn't think of anything particularly clever anyway). It's
just a matter of working out what to do. then doing it in the
shortest possible time If you get really desperate. a complete
solution can be found in "A Shortcut Through Adventure-
land" by Jack Cassidy, Pete Katz, Richard Owen Lynn and
Sergio Waisman (Datamost) and "The Book of Adventure
Games" by Kim Schuette (Arrays, Inc). •

The P
I

Rumours or Facts?

maw
UPDATE

By now the Hannover Computer Fair will be over and
Atari's new machines will have had their European
launch. Maybe we will know which of the machines and
peripherals will be available and at what price. Meanwhile
several rumours circulate in the States - most from very
reliable sources - and we report them here, in the absence
of any official announcements, for those of you desperate
for any news on things to come.

Production models o f the XE and ST range were
shown at a California User Group meeting in early March
with LOGO as the installed language in the ST. BASIC if
required, is said to be available as a seperate purchase.
although users opinions may well change Atari's mind.

The XEP portable 8-bit computer is to be dropped due
to lack of interest (not surprising) but a portable ST is
planned instead_

The XEM music machine has been postponed indefin-
itely due to problems with the sound chip.

All new softwaye for the XE range will run on the
800XL and 800 but will look for the extra 64K RAM of
the 130XE and use it if found.

25 to  30  software packages wil l  be immediately
available for the ST when it is put on sale.

Prices t h e  promise that no software will be more
than $49 has now become 'no more than $100' but the
majority will be under $50. The $100 500K disk drive
has now become a $200 500K disk drive.

The ST will be released initially in 512K only as the OS
will not be in ROM until bugs are sorted out

A previously unannounced 256K ST is said to be
planned for $499.

The 1050 drive wi l l  gradually be replaced by a
compatible 5'4 ..drive- the XF521- at around $150. The
new Disk Operating System - provisionally DOS 2.5 -
is by Bill Wilkinson of OS S b u t  a further DOS will be
developed for the 3 "  drives.

New Atari software for the 8-bit range to include
SHOPKEEPER an easy to use small business accoun-
ting package that also tracks inventory and emulates an
electronic cash register SONG PAINTER is a  music
construction program controlled by joystick

Keep your eyes and ears open over the coming weeks.
Some of these rumours will now be facts. Some will be
forgotten. The only way to report facts is to see things in
person and next issue PAGE 6 will bring you a first hand
report of the Hannover Computer Fair. Don't miss it. •
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programming

PLAYER MISSILE GRAPHICS

This machine code routine differs from most published
utilities since i t is table driven. This means that a large
number of parameters can be defined at the setting-up
stage, and accessed automatically when the M/C code is
called. Only two numbers are passed through the USR
function - the Player identification number and a number
between 1 and 15 to  indicate the direction of movement
required. Joystick reading and screen limits for movement
are all controlled by the M X  routine. Also all 16 collision
registers are scanned, and a number returned to address
1791.

This means that very little BASIC is needed in the main
program loop so the routine runs quite quickly. The routine
is liberally filled with REM statements, which need not be
typed in, to explain each stage of initialisation.

This routine was passed on to us Os being for PAGE 6'
but had no details of the author. If the author would like to
get in touch we will ensure that full credit is given.

STRUCTURE O F  T H E  TA B LE  W H I C H
DRIVES T H E  P L A Y E R  M O V E M E N T
ROUTINES

T+0
T+1

T+2
T+3
T+4

T+5

T+6
T+7
T+8
T+9
T+10

20 P A G E  6 • Issue 15

a n  a l l - i n - o n e  r o u t i n e  H P  3 0 0 0 1  R E M  *  8  WAY  J O Y S T I C K  MO V E ME NT *
UG 3 0 0 0 0  R E M

player's current vertical position on screen
player's current horizontal pos ition o n
screen
player's base address, low byte
player's base address, high byte
address of appropriate horizontal position
register, low byte
address of appropriate horizontal position
register, high byte
height of player" number of image lines
right hand screen limit of player movement
left hand screen limit of player movement
bottom screen limit of player movement
top screen limit of player movement

*  O F  P L A Y E R S  W I T H  S C R E E N  *
*  L I M I T S  A N D  C O L L I S I O N

FM 3 0 0 0 2  R E M  *  D E T E C T I O N

*  P AG E  6  M A G A Z I N E  E N G L A N D  *
UV 3 0 0 0 3  R E M
KC 3 0 0 0 5  G R A P H I C S  2 : 7  U 6 ; "  P L A Y E R  G R A P H I C

5 " :
7  
U
6
;
"  
D
E
M
O
N
S
T
R
A
T
I
O
N
"

YM 3 0 0 1 0  ?  U 6 ; " " : ?  1 1 5 ; "  P L U G  J O Y S T I C K " : ?
U 5 ; "  I N T O  L E F T — H A N D  P O R T "

NH 3 0 0 1 5  X = 0 : R E 5 T O R E  3 0 0 3 5
CK 3 0 0 2 0  R E A D  D : I F  D = - 1  T H E N  3 0 1 1 5
EG 3 0 0 2 5  P O K E  1 5 3 6 4 1 4 , D : X = X # 1 : G O T O  3 0 0 2 0
ZL 3 0 0 3 0  R E M

0 0  3 8 0 7 0  R E M

CC 3 0 1 2 2  R E M

I X  3 0 1 2 5  T = P M E A 5 E * 2 5 5
ZC 3 8 1 3 8  P L R 8 = T 4
-
5 1 2 : R E M

MACHI NE  C O D E  T O  MO V E  P L A Y E R
S TARTS  A T  A D D R E S S  1 5 3 6

JO 3 0 8 3 5  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 4 , 1 0 4 , 1 3 3 , 2 0 3
. 1 0 4 , 1 0 4 , 1 3 3 , 2 0 5 . 2 0 1 , 1 5 , 2 4 0 , 9 7 , 1 5 8 , 1 0 ,
1 7 7 , 2 0 3 , 1 5 3 , 2 1 6 , 0 , 1 3 6 , 1 6 , 2 4 8

MF 3 0 0 4 0  D A T A  1 5 5 , 2 0 5 , 2 0 1 , 5 , 2 4 0 , 2 2 , 2 0 1 , 1 0
, 2 4 0 , 1 8 , 2 0 1 , 1 4 , 2 4 0 , 1 4 , 2 0 1 . 5 , 2 4 0 , 3 7 , 2 0 1
, 9 , 2 4 0 , 3 3 , 2 0 1 , 1 3 . 2 4 0

VR 3 0 0 4 5  D A T A  2 9 , 2 8 8 , 5 9 , 1 6 4 , 2 1 5 , 1 9 5 , 2 2 5 , 2
4 0 , 5 3 , 1 5 5 , 2 2 2 , 1 7 7 , 2 1 8 , 1 3 6 , 1 4 5 , 2 1 8 , 2 0 0 ,
2 0 0 , 2 0 2 , 2 2 4 , 2 5 5 , 2 0 8 , 2 4 4 , 1 5 6 , 2 1 6

JH 3 8 8 5 8  D A T A  2 0 2 , 2 0 8 , 2 9 , 2 4 8 , 2 7 , 1 5 5 , 2 1 5 , 1
9 7 , 2 2 5 , 2 4 0 , 2 6 , 2 4 , 1 0 1 , 2 2 2 , 1 6 8 , 1 6 6 , 2 2 2 , 1
7 7 , 2 1 8 , 2 0 0 , 1 4 5 , 2 1 8 , 1 3 5 . 1 3 6 , 2 0 2

TM 3 0 0 5 5  D A T A  2 2 4 , 2 5 4 , 1 6 , 2 4 4 , 1 6 6 , 2 1 6 , 2 3 2 ,
1 6 0 , 8 , 1 3 8 , 1 4 5 , 2 0 3 , 1 6 5 , 2 0 5 , 2 0 1 , 1 5 , 2 4 8 , 5
5 , 2 8 1 , 5 , 2 4 0 , 2 2 , 2 0 1 , 5 , 2 4 0

ET 3 0 0 6 0  D A T A  1 8 , 2 0 1 , 7 , 2 4 0 , 1 4 , 2 0 1 , 9 , 2 4 0 , 2
1 , 2 8 1 , 1 0 , 2 4 0 , 1 7 , 2 0 1 , 1 1 , 2 4 8 , 1 3 , 2 0 8 , 2 9 , 1
6 6 , 2 1 7 , 2 2 8 , 2 2 3 , 2 4 8 , 2 3

AZ 3 0 8 6 5  D A T A  2 3 2 , 2 8 8 , 9 , 2 4 0 , 7 , 1 6 5 , 2 1 7 , 2 2 8
„2 2 4 , 2 4 0 , 1 2 , 2 0 2 , 1 5 0 , 1 , 1 3 8 , 1 4 5 , 2 0 3 , 1 3 5 ,
1 4 1 . 1 0 , 2 1 2 , 1 4 5 , 2 2 0

SCAN A L L  1 6  C O L L I S I O N
RE G I S TE RS  A N D  S T O R E  ' E S U L T
AT A D D R E S S  1 7 9 1

AU 3 0 8 7 5  D A T A  1 6 2 , 1 6 , 2 0 2 , 4 8 , 2 3 , 1 8 9 , 8 , 2 0 8 ,
2 4 0 , 2 4 8 , 1 3 4 , 2 0 3 , 6 , 2 0 3 , 6 , 2 8 3 , 6 , 2 0 3 , 6 , 2 0
3 , 1 5 5 , 2 8 3 , 2 9 , 0 , 2 0 8

EC 3 0 0 8 0  D A T A  1 4 1 , 2 5 5 , 6 , 9 5
XV 3 0 0 8 5  R E M MACHI NE  C O D E  T O  C L E A R  N

BYTES O F  R A M  S T A R T I N G  A T
ADDRESS A

AR 3 0 0 9 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 4 , 1 0 4 , 1 3 3 , 2 8 3
,1 0 4 , 1 3 3 , 2 0 6 , 1 7 0 , 1 0 4 , 1 3 3 , 2 0 5 , 1 6 1 , 0 , 1 5 0
,0 , 1 4 5 , 2 0 3 , 1 3 5 , 2 0 8 , 2 5 1 , 2 3 0 , 2 8 4

V I  3 8 8 9 5  D A T A  2 0 2 , 4 8 , 6 , 2 0 8 , 2 4 4 , 1 6 4 , 2 8 5 , 2 0
8 , 2 4 0 , 9 6 , - 1

OH 3 0 1 0 0  R E M
CG 3 8 1 0 5  R E M
BL 3 0 1 1 0  R E M
VP 3 0 1 1 5  P M B A S E = P E E K C 1 0 6 )
-
8
DS 3 0 1 2 0  R E M S TART O F  P L A Y E R  P A R A M E T E R

TABLE  W H I C H  D R I V E S  T H E  M / C
CODE S U B R O U T I N E S
TABLE  I S  L O C A T E D  I N  T H E
UNUSED R A M  BE TWE E N P MBAS E
AND P L A Y E R  0  B A S E

P LAY E R 0  B A S E



N I  3 0 1 3 5  G R A P H I C S  1
NS 3 0 1 4 0  R E M
EO 3 0 1 4 5  P O K E  5 5 9 , 4 6 : R E M
ZF 3 0 1 5 0  P O K E  7 0 4 , 1 2 : R E M
OB 3 8 1 5 5  P O K E  5 3 2 5 6 , 2 : R E M
BK 3 0 1 6 8  P O K E  5 4 2 7 9 , P M B A 5 E : R ( M
YJ 3 0 1 6 5  P O K E  5 3 2 7 7 , 3 : R E M
VU 3 0 1 7 0  P L R 0 H I z I N T ( P L R 0 / 2 5 6 ) : P L R O L 0 1 4 = P L R

0
—
P
L
R
O
M
I
*
2
5
6

JZ 3 0 1 7 5  H 0 H 1
7
. I N T C 5 3 2 4 8
/
2 5 6 ) : H O L O
W = 5 3 2 4 8 —

H O H I * 2 5 6
CM 3 0 1 8 0  R E M
DM 3 0 1 8 5  R E M
CR 3 0 1 1 0  R E M
OH 3 0 1 9 5  R E M

H U M
ATARIWRITER 37.95 ASSEMBLER EDITOR 21 95
ROBOTRON 2084 14.25 MINER 2049er 11.50
GALAXIAN 9.50 STAR RAIDERS 9 SO

Cassette
SMASH HITS VOL1 32K 13.25 DROPZONE 48k 8. 75
SMASH HITS VOL2 32k 13 25 POLE POSITION 48k 8 . 75
SMASH HITS VOL3 32k 13.25 SOLO FLIGHT 48k 13.25
COLOSSUS CHESS 48k 8 . 75 BOULDER DASH 32k 13.25
ZAXXON lok 13.25 BRUCE LEE 32k 1325
MACHINE CODE F-15 STRIKE EAGLE 4Mk 13_25

TOR 32k 13,25 SPIDLIIMAN 16k 6. 95
747 FLIGHT
SIMULATOR 4141, 8 . 75

Disks
SMASH HITS VOL1 32k 15.95 THE PAYOFF 48k 9 . 50
SMASH HITS VOL2 32k 15.95 CONAN 13.25
SMASH HITS VOL-3 32k 15.95 BOULDER DASH 32k 13.95
ElS  STRIKE EAGLE 48k 13.25 BRUCE LEE 32k 13.25
WA RLOK 32k 13 25 SOLO FLIGHT 48k 13.25

FP
SK
CD
MG
LK
VG
UF
VW
0 0
YZ

3 0 2 0 0
3 0 2 0 5
3 0 2 1 0
3 0 2 1 5
3 0 2 2 0
3 0 2 2 5
3 0 2 3 0
3 0 2 3 5
3 0 2 4 0
3 0 2 4 5

REM
WI TH

3 0 2 5 0
3 0 2 5 5
3 0 2 6 0
3 0 2 6 5
3 0 2 7 0
3 0 2 7 5
3 0 2 8 0
5

11K 3 0 2 8 5  P O K E
GOTO 3 0 2 8 8

CK 3 0 2 9 0  D A T A
—1

CM 3 0 2 9 5  P O K E

Cr
DD
C I
ES
DV
PJ
JU

FE
YJ
CO

CU
PH

MOVE P L A Y E R
3 0 3 0 5
3 8 3 1 0
3 0 3 1 5
3 0 3 2 0
3 0 3 2 5
3 0 3 3 0

OUT P L A Y E R  R A M

SET U P  P M  R E G I S T E R S

DRAW P L A Y E R

2 — LI NE  R E S

5 3 2 4 8 , P E E K C T 4 1 2 : R E M

I F  P E E K C 1 7 9 1 3 ) 0
GOTO 3 0 3 0 0
REM
REM
REM
REM

COLOUR O F  P L R O
WI DTH O F  P L R O

E NABLE

PLRO I N I T I A L  S T A R T I N G  P O S I T I O N
YV 3 0 3 0 0  11= U S R ( 1 5 3 6 , T , P E E K C 6 3 2 ) ) : R E M

THEN

CV 3 0 3 3 5  R E M
CT 3 0 3 4 8  K m U 5 R C 1 7 3 0 , T + 5 1 2 , 1 2 8 ) : R E M

PAGE N O .

SET U P  V A L U E  T A B L E  S T A R T I N G
AT A D D R E S S  T

POKE 1 , 2 5
POKE T + 1 , 1 2 0
POKE T 4
-
2 , P L R
O L O W
: P O K E  
T .
3 ,
P L
R O
H I

POKE T
-
4 4 , H
O L O
W : P O
K E  
T
+ 5
, H
9 H
I

POKE 1 4
-
6 , 1 0
POKE T 4 . 7 , 2 0 0
POKE T + 8 , 4 8
POKE T + 9 , 1 0 0
POKE 1 4 - 1 0 , 1 0
P O S I T I O N  3 , 5 : ?  t $ 6 ; " 4

P
L
R
O
.
P
E
E
K
C
T
2
.
4
S
,
S
H
A
P
E
:
1
=
1
9
1
:

1 6 , 5 6 , 5 6 , 1 6 , 1 2 4 , 2 3 8 , 1 9 8 , 6 8 ,

3 0 3 4 0

ADDRESS 1 7 9 1

WIPE

MU 3 0 3 4 5  ?  " K A D D R E S S  1 7 9 1  C O N T A I N S  " ; P E E K
( 1 7 9 1 )

NW 3 0 3 5 0  F O R  F L A 5 H = 1  T O  1 5 I P O K E  7 1 2 , I N T ( R
N D C 0 ) * 2 5 6 ) : N E K T  F L A S H : P O K E  7 1 2 , 0

FF 3 0 3 5 5  P O KE  1 7 9 1 , 0 : P O K E  5 3 2 7 8 , 0
JO 3 0 3 6 0  P O K E  T , 7 0 : P O K (  T . 1 , 1 2 0 : P O K E  5 3 2 4

8 , 0
KM 3 0 3 6 5  ?  " 4 P R E S 5  T R I G G E R  T O  C O N T I N U E "
CC 3 8 3 7 8  I F  5 T R I G C 0 ) = 1  T H E N  3 0 3 7 0
J I  3 0 3 7 5  ?  " K " : G O T O  3 0 2 7 8

S O ME THI NG  F O R  P L A Y E R  0  C O L L I D E

REM
REM
REM
REM
Z = U S R ( 1 7 3 8 , T + 5 1 2 , 1 2 8 )
5 = 0 : R E 5 T O R E  3 0 2 9 0
READ S H A P E : I F  5 H A P E = - 1  T H E N  3 0 2 9

SET

C O L L I S I O N  R O U T I N E  T R I G G E R E D
BY 4  N O N
—
Z E R O  
V A L
U E  
A
T

WOOTTON COMPUTERS
116, Edleston Road, Crewe, CW2 7HD

Tel: 0270 214118

800XL 64k computer 1 2 9 . 9 9  108 . 00
1010 program recorder 3 4 . 9 9  3 2  99
1050 disk drive & DOS 3 1 9 9 . 9 9  175. 00
800XL&1010 cassette inc. Invitation to Wog, l i n g  1 2 9  00
& Pole Position
800 XL & 1050 disk drive inc. Home 1 'ling Manager & 2 6 9  fhili 2 6 0  00
Gamesmaster disk (9,95)

1020 colour printer
1027 letter quality printer
Touch Tablet & Atari Art
Atari toysticks
Atari Super Joysticks
Paddles
Trakball

Asteroids Raskythal l  Ca v e r ns  ot Mars Ce nt i pe de  C h e s s
Galartian Jungl e  Hunt Lone  Raider Missi le Command... Pacman
Pengo P o l e  Position Q i n  S pa c e  Invaders S t a r  Raiders S upe r
Breakout a l l  at 9 45 each

Defender D i g  Dug Donk e y  Kong Donk e y  Kong Jr a r m s '  M s
Pacman Robotr on a l l  al 13.99 each

Atar iWnier
Biorhytkeems
Energy Czar
E uropean Countr ies
S tales and Capita ls
Graph-  li
Home E ihng M anager
Kingdom

5 f
S
i r
: Z
r i
c
s

37 9 9
9_45
9 4 5
8 9 9
8 9 9

11.99
14 9 9

6.99
9.45

11 9 9

I &go & M a nua l.
AtliCTO Assembler
M icrosoft Bask
Mickey I n  th e  G r e a t
Outdoors
Ms Firs t A lphabet
M usk Composer
P aint
Touch Typing
Video Easel

HALVE YOUR DISK COSTS- DISK
NOTCHER... ONLY f5.99!! C O L  dis k s  ( S S IDD)  10  in boa

M ,M OM IL disks iS S IDO, 10  in box
C imoana disks 10  kb library rase

U N IB OX  • M OLD S  SO D IS K S  - ON LY  £10 .95  B l a n k  cassettes 10  a t C20
Wood' style disk cabinet tor  60 disks 1 6  95  2 0 0 0  s hr ,r s  leir lold paper I I  a  9 .5

All s iihiect to a ...M .610W IN ice •  inc lude V AT
Post & pack ing extra r i n g  for pr ice

99.99
249.99

4990

93,99
233,00
46.99

7.50
999
9.99

1 7 99

55.00 A s s e m ble r  E ditor  2 0  99
18 9 9  Conversationa l French 2 0 , 9 9
46.99 &  others
23 45  Inv i ta tion  to 9 . 4 5

P r inp• mmirm I
IN 9 9  Inc i ta tion  I. .  2 0 . 9 9
20.99 P r ogr a m m ing 2
27 9 9  Inc i ta tion  10 2 3  45
11 9 9  P r ogr a m m ing 3
20,99 J uggle s  H ouk .  1 4
9 9 Juggles H a ir do,.  1 8 . 9 9

16.99
19 9 9
19.99
5.00

15.99

SUNARO
ORDER ANY TWO TITLES DEDUCTfl  EXTRA

SOFTWARE

NEW TITLES AVAILABLE IMMEDIATELY ON RELEASE

570 off current list price on all hardware
Send cheques/P.0:s to
SUNAR() SOFTWARE (P6)
P. 0, BOX 78, MACCLESFIELD, CHESHIRE. S KI °  3PF

P i W i E
b - I
s s m
,
1
5  
2
1



games

Kanga is a maze game in which you control a jumping
kangaroo moving around various platforms. In  order to
progress to the next screen you must first get to the sparkling
jewel in the centre of the screen and jump up to touch it. This
causes a further section of the platform to appear which will
enable you to reach the exit

Coming too close to the edge of the platform will cause
the kangaroo to fall into space and lose a life Lives can also
be lost by being hit by a laser which fires at random from the
windows in the left hand wall. There is a time limit which
causes the game to end when it reaches zero. The score
remaining at the end of each screen is added to the total and
displayed at the end of the game as the final score.
E l  I  R E M
SP 2  R E M  *
ET 3  R E M  *
I 8  4  R E M  *
I V  5  R E M  *  P A G E  6  M A G A Z I N E  —  E N G L A N D  *
EN 6  R E M
NM 7  R E M
MN 1 0 0  G O S UB 1 0 9 5
XM 1 0 5  G O S UB 1 1 3 5 : G O 5 U B  5 6 5
TV 1 1 0  P O K E  7 1 0 , 3 6 : P O K F  7 8 8 , 3 8 : P O K E  7 0 9 , 5

6
FK 1 1 5  Z = 1 2 : G 0 1 0  1 2 0
NN 1 2 0  R E M
ZW 1 2 5  R E M
YR 1 3 0  R E S T O R E  4 6 5
NG 1 3 5  D I M  m e S c 6 o , m 1 S ( 6 ) , m 2 5 t 6 ) , 1 1 3 5 ( 6 ) , c $

( 3 2 )
UF 1 4 0  D I M  P M M O V S C I 0 0 ) , P 0 5 ( 3 0 ) , P I S C 3 0 ) , P 2

$( 3 0 ) , P 3 S ( 3 0 ) , P F S ( 3 0 ) , M I 5 M O V S ( 1 1 4 ) : M O V
E = A D R ( P M M O V S ) : F O R  X = I  T O  1 0 0 : R E A D  N

1414 1 4 5  P M M O V S C X ) = C H R S ( N ) : N E X T  X

K A N G A
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A l  9 4 0  R E S T O R E  9 5 0 : F O R  I = 1  T O  3 2 : R E A D  C t C  B A
S t I ) = C H R S ( C ) : N E X T  I t C $ ( 1 5 , 1 5 / = C H R S ( 2 2 /  L I
: M = U S R C A D R ( C $ ) , 1 0 )

RY  9 4 5  F O R  5 = 0  T O  3 : 5 0 U N D  5 , 0 , 0 , 0 : N E X T  S  W T
PC 9 5 0  D A T A  1 0 4 , 1 0 4 , 1 0 4 , 7 2 , 1 6 2 , 5 7 , 1 6 0 , 0 , 1  A C

7 3 , 0 , 2 1 0 , 1 0 1 , 2 0 . 1 4 1 , 2 2 , 2 0 8 , 1 4 1 , 1 0 , 2 1 2 ,
1 3 6 , 2 0 8 , 2 4 2 , 2 0 2 , 2 0 8 , 2 3 7 , 1 0 4  R D

PP 9 5 5  D A T A  5 6 , 2 3 3 , 1 , 2 0 8 , 2 2 8 , 9 6
E A 9 6 0  X M P = R N D C 0 / * 6 : G O 5 U B  5 5 0 : R E T U R N
HO 9 6 5  R E M
MS 9 7 0  P O S I T I O N  0 , 0 : ?

+ + + + +

+  +  +  +  +

+
,
f
+
+
+

I .

•

MUS I C

S C R E E N  S E T U P

I n  9 7 5  P O S I T I O N  0 , 1 ; ?  1 1 6 ; "

HS  9 8 0  P O S I T I O N  0 , 2 : ?  1 1 6 ; "

KC 9 8 5  P O S I T I O N  0 , 3 : ?  1 1 6 ; "
+ , E + + • •

OE 9 9 0  P O S I T I O N  0 , 4 :
9  1 2 6 ; "& + + . "
G F 5 9 5  P O S I T I O N  0 , 5 : 7  n 6 ; "

&+ - 1 - ( "
MT 1 0 0 0  P O S I T I O N  0 , 6 : ?  n 6 ; "

) . / e "
MS 1 0 0 5  P O S I T I O N  0 , 7 : 7  n e w : "

+ + ( • •
D T  1 0 1 0  P O S I T I O N  0 , 8 ; ?  1 1 6 ; "

X 0  1 0 1 5  P O S I T I O N  0 , 9 : ?  1 4 6 ; "
CO 1 0 2 0  P O S I T I O N  0 , 1 0 : ?  1 4 6 ; "

4 . 1 - 1 - + + + + "
0 0  1 0 2 5  P O S I T I O N  0 , 1 1 : 7  I S O : "

24 P A G E  6 - Issue 15

k b n  b

; !  +

G A M E "
V I )1 1 1 5  I F  P E E K t 5 3 2 7 9 1 0 6  T H E N  1 1 1 5

: P E TI M M Q  H O  1 1 2 0  P O S I T I O N  2 , 1 : ?  n 6 ; " b a c k  I n  a  m a n e
n t "

( U M =  H A  1 1 2 5  F O R  W : 1  T O  1 5 0 : 5 0 U N D  0 , W , 1 0 , 1 0 : N E
X T 1 4 : 5 0 u N D  0 , 0 , 0 . 0

; • = r r X X I Z ;  A K  1 1 3 0  R E T U R N
F i  1 1 3 5  R E M

( 7 + + + + + +  N J  1 1 4 0  R E S T O R E  1 1 9 0
SR 1 1 4 5  M E M T O P
7
P F E K ( 1 0 6 ) : G X T
0 P
1 -
M E M T O P
-
4

, > ,    T T  1 1 5 0  P O K E  1 0 6 , G R T O P : G R A P U I C S  1 + 1 6 : C H R O
M
-
P
E
E
K
T
7
5
6
/
0
2
5
6

DR 1 1 5 5  D I M  A ( 8 ) , 1 1 $ ( 1 /
N i  1 1 6 0  C H R A M  C R T O P * 7 5 6 : P O K E  7 5 6 , G R T O P
ON 1 1 6 5  F O R  N
-
0  T O  
1 0 2 3 : P
O K E  
C H R A
W N , P
E E K

( C u R O H • N ) : N E X T  N
(=n$014+4-4- S P  1 1 7 0  F O R  N = 1  T O  3 0 : R E A D  R S : R = A S C C R $ 1

PP 1 1 7 5  I F  R ( 3 2  T H E N  R = R + 6 4
TJ  1 1 8 0  I F  R < 9 6  T H E N  I F  R > 3 1  T H E N  R R - 3 2
SN 1 1 8 5  F O R  1 = 0  T O  7 : R E A D  A : A ( I ) = A : B = I + R *

< = t r e "  8 + 2 5 6 * G R T O P : P O K E  B , A : N E X T  I : N E X T  K
0 , 4 . + + + 4 + +  D P  1 1 9 0  D A T A  !

KU 1 1 9 5  D A T A  1 7 0 , 2 5 4 , 8 5 , 2 5 3 , 1 7 1 , 2 5 1 , 8 7 , 2 4
( = t r / / / / / /  7

DM 1 2 0 0  D A T A  n

1 0 8 5  P O S I T I O N  0 , 2 3 : ?  r i b : "
7
/
/
0
"

1 0 9 0  R E T U R N
1 0 9 5  G R A P H I C S  2 : P O K E  7 1 1 , 4 2 : P O K E  7 0 8 , 3
6 : P O K E  7 1 0 , 0 : P O K E  7 0 9 , 1 0 : P O K E  7 5 2 , 1
1 1 0 0  P O S I T I O N  7 , 3 : 7  n 6 ; " 1 M M M r "
1 1 0 5  P O S I T I O N  9 , 5 : 7  n 6 : " B Y " : P O S I T I O N  4
, 6 : ?  n 6 ; " A L L A N  K N O P P "
1 1 1 0  ?  " P R E S S  S T  R  T O  B E G I N

TO R E S T A R T  D U R I N GP T I O N

D I T  C  A A  R  S E T



Contact
DR 1 2 0 5 D A T A 1 7 5 , 2 3 9 , 9 5 , 2 2 3 , 1 9 1 , 1 9 1 , 1 2 7 , 1

2 7
OE 1 2 1 0 D A T A <
ZW 1 2 1 5 D A T A 1 0 , 1 5 , 2 1 , 3 1 , 4 2 , 6 3 , 8 5 , 1 2 7
PD 1 2 2 0 D A T A >
I N 1 2 2 5 D A T A 1 7 0 , 2 5 4 , 6 4 , 2 5 2 , 1 6 8 , 2 5 2 , 8 5 , 2 5

3
OV 1 2 3 0 D A T A =
MH 1 2 3 5 D A T A 1 7 0 , 2 5 5 , 8 5 , 2 5 5 , 1 7 0 , 2 5 5 , 8 5 , 2 5

5
E J 1 2 4 0 D A T A $
ZN 1 2 4 5 D A T A 0 , 2 5 4 , 2 5 3 , 2 5 3 , 2 5 1 , 2 5 1 , 2 4 7 , 2 4

7
EX 1 2 5 0 D A T A X
YO 1 2 5 5 D A T A 2 3 9 , 2 3 9 , 2 2 3 , 2 2 3 , 1 9 1 , 1 9 1 , 1 2 7 ,

1 2 7
O I 1 2 6 0 D A T A
RM 1 2 6 5 D A T A 0 , 0 , 1 , 1 , 2 , 3 , 5 , 7
FO 1 2 7 0 D A T A &
UC 1 2 7 $ D A T A 0 , 0 , 1 , 1 , 3 , 3 , 7 , 7
GC 1 2 8 0 D A T A
AS 1 2 8 5 D A T A 2 5 4 , 2 5 4 , 2 5 3 , 2 5 3 , 2 5 1 , 2 5 1 , 2 4 6 ,

2 4 7
HB 1 2 9 0 D A T A )
OJ 1 2 9 5 D A T A 1 5 , 1 5 , 3 1 , 3 1 , 6 3 , 6 3 , 1 2 7 , 1 2 7
FR 1 3 0 0 D A T A C
MV 1 3 0 5 D A T A 2 3 7 , 2 3 9 , 2 1 8 , 2 2 2 , 1 8 0 , 1 8 8 , 1 0 4 ,

1 2 0
ZR 1 3 1 0 D A T A W
OJ 1 3 1 5 D A T A 7 6 , 4 9 , 1 3 0 , 1 5 4 , 8 9 , 6 5 , 1 4 0 , 5 0
AO 1 3 2 0 D A T A Y
GE 1 3 2 5 D A T A 1 4 7 , 1 3 6 , 3 6 , 8 9 , 1 5 4 , 3 6 , 1 7 , 2 0 1
SS 1 3 3 0 D A T A F
ON 1 3 3 5 D A T A 3 2 , 3 2 , 9 6 , 9 6 , 2 2 4 , 2 2 4 , 3 2 , 3 2
XM 1 3 4 0 D A T A 0
T N 1 3 4 5 D A T A 4 8 , 4 8 , 1 2 0 , 5 9 , 5 9 , 6 2 , 8 6 , 2 4 6
OK 1 3 5 0 D A T A 0
11414 1 3 5 5 D A T A 2 0 8 , 2 4 0 , 1 6 0 , 2 2 4 , 6 4 , 1 9 2 , 1 2 8 , 1

2 6
J I 1 3 6 0 D A T A I
WI_ 1 3 6 5 D A T A 0 , 1 2 7 , 1 2 7 , 1 2 7 , 1 2 7 , 1 2 7 , 1 2 7 , 1 2

7
J A 1 3 7 0 D A T A
CM 1 3 7 5 D A T A 0 , 2 5 4 , 2 5 4 , 2 5 4 , 2 5 4 , 2 5 4 , 2 5 4 , 2 5

4
I S 1 3 8 0 D A T A —

J$1 1 3 8 5 D A T A 0 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5
5

HZ 1 3 9 0 D A T A +
NM 1 3 9 5 D A T A 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 ,

2 5 5
P M 1 4 0 0 D A T A ?
I C 1 4 0 5 D A T A 0 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5 , 1 5
NM 1 4 1 0 D A T A
DM 1 4 1 $ D A T A 2 2 4 . 2 2 4 , 2 0 8 , 2 0 8 , 1 7 6 , 1 7 6 , 9 6 , 1

1 2
BD 1 4 2 0 D A T A Z
ZP 1 4 2 5 D A T A 2 5 5 . 1 2 9 , 1 8 9 , 1 6 5 , 1 6 5 , 1 8 9 , 1 2 9 ,

2 5 5
AK 1 4 3 0 D A T A X
X J 1 4 3 5 D A T A 3 8 , 1 5 2 , 1 2 9 , 9 0 , 9 0 , 1 2 9 , 2 5 , 1 0 0
VA 1 4 4 0 D A T A K
ZP 1 4 4 5 D A T A 2 3 8 , 2 3 6 , 2 4 8 , 2 5 2 , 2 3 8 , 2 3 8 , 0 , 0
R I 1 4 5 0 D A T A B
UU 1 4 5 5 D A T A 0 , 1 2 4 , 6 , 1 2 6 , 2 3 0 , 1 2 7 , 0 , 0
UN 1 4 6 0 D A T A N
PG 1 4 6 5 D A T A 0 , 2 5 2 , 2 3 8 , 2 3 8 , 2 3 8 , 2 3 9 , 0 , 0
TR 1 4 7 0 D A T A G
KK 1 4 7 5 D A T A 0 , 1 2 7 , 2 3 0 , 2 3 0 , 1 2 6 , 6 , 2 3 0 , 1 2 4
AD 1 4 8 0 D A T A V
LK 1 4 8 5 D A T A 1 5 3 , 3 6 , 6 6 , 1 5 3 , 1 5 3 , 6 6 , 3 6 , 1 5 3
B I 141e R E T U R N

ALPHACOM 42 PRINTER For sale in perfect con-
dition. E45 o.n.o, Contact Phil Redman on 01-299 2381
most evenings after 8.30 p.m. or at weekends_
TUN BRIDGE WELLS AREA: Am I the only owner in
Tunbridge Wells? Surely not! I would like to meet other
users in my area Also can anybody tell me how to survive
the brick in the opening sequence of Hitch Hiker's Guide
to The Galaxy? Tony Chamberlain, 29, Albany Hill.
Tunbridge Wells. Kent TN2 3RX_ Tel. Tunbridge Wells
20694_

COVENTRY AREA: New owner would like to get in
touch with others. Needs help with programming etc. Mr
A Tokely. 33, Lord Street, Chapellields. Coventry, CV5
8 DA

CHELMSFORD/BRAINTREE U SER  GROUP: I
want to start a local user group. Anyone who might be
interested please phone me on Chelmsford 440512. Ian
.eonard.

PEN-PALS (WORLDWIDE!): I  would like to corres-
pond with other owners anywhere in the world. I have an
Atari 800 with disk drive. Roy Lynch. 24. Oakdene Road.
Anfield, Liverpool, Merseyside. L4 2SR
COSMIC BALANCE: Anyone wishing to pit their best
designs of ships against others from around the country in
a competition please contact me by letter or phone. Russ
Ford, The Warren. 46, Lindleys Lane, Kirkby-in-Ashfield,
Notts, NG17 8AD, Tel. 0602 654758 between 9 am.
and 6 p.m. any day except Wednesday,
1027 PRINTER-Does anyone know how to inlude thee
sign in letters? Someone must know! Russ Ford as above.
(Several people have asked this. If someone will write in
with the answer. I will publish it Ed.)
EARTHQUAKE 1 9 0 6 :  How do you get past the
TIRE-ZONE'? Is the manhole significant? Please help.
Mark Jones. 18, Cadoc Road. W. Pontnewydd, Cwmbran,
Gwent, NP44 1HA
CURSE OF CROWLEY MANOR How do you get
past the numerical lock? Have I got far to go? Mark Jones
as above.

ANALOG/PAGE 6: Anybody got ANALOG 1 - 6, 10,
16 and 23? Also PAGE 6 issue 1? Needed to complete
my collections. Good prices paid or I have ANALOG 9
and 1110 swap plus 3 ANTICs and 12 C O M M
-
I
-
P s .

Mark Jones (again!). Address as above.

The CONTACT column may be used for any pur-
pose other than the exchange or sale of software. If
you have a problem send it in to CONTACT. If  you
can help someone else, get In touch with them.

SUBSCRIBE!
DON'T R E L A X  DO i l l

PAGE t) Issue 15 2 5
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There are two versions of this program, one for the 400/
800 and one for the XL models. The only difference is in
the program to make the Cassette Booster. Once boosted a
program can be loaded on any machine so you will have
no problem i f you upgrade to an XL

Fed up with waiting fifteen minutes for that program to
load? Running short on cassette storage space? Look no
further for Cassette Booster will not only save you valuable
time but money as well.

WHAT IT DOES

The program will enable your own programs to be saved
out to tape 50% faster than normal and programs thus
saved are automatically loaded back in 50% faster. There is
no special loader program o r  reprogramming required
once Cassette Booster has been booted.

HOW DOES IT DO IT?

The cassette handling routine in ROM saves data out to
tape at 600 baud (bits per second) but to take account of
motor variations and tape stretch etc. i t can load data at
different speeds, usually between 300 and 900 baud.

The Cassette Booster inserts a new cassette handler into
memory which writes data out at about 900 baud. This rate
was chosen for two reasons. Firstly, rates in excess of 900
baud became unreliable with frequent loading errors and
secondly. I wanted to avoid the need for a seperate loader
program having to be loaded prior to each program.

On loading, the computer calculates the baud rate from
speed data automatically saved out with the program and
adjusts itself accordingly to the faster rate.

HOW TO GET BOOSTED

The programs are in Basic and will run with any size
memory. The BASIC program will create a machine code
'boot' tape. Type in the version specific to your machine
and, having checked your typing with TYPO IL CSAVE a
copy before running it. Now RUN the program. There will
be an introductory message and a short wait before your
computer 'beeps' twice- Place a  blank cassette in  the
recorder then press Record and Play on the recorder and
any key on the computer. The machine code data will be
saved to tape.

When the recorder stops and the  READY prompt
appears on the screen make sure that you have CSAVEd
the Basic program (just in  case) and then rewind the
machine code program you have just created. You are now
ready to boot in the Cassette Booster.
26 P A G E  6 • I wie  15

If you wish to use the Booster to save your programs in
future the following procedure should be followed each
time you switch on your computer. Make sure that the
Cassette Booster machine code program is in the recorder
(NOT the Basic version). Switch on the computer with the
START key held down. You will hear a single 'beep'. Press
the Play key on the recorder and then any key on the
computer. The Cassette Booster will automatically load into
memory and protect itself from being erased by SYSTEM
RESET etc. (only switching off the power will remove it) and
will then hand over control to your BASIC or ASSEMBLER
program

You can now program away to your hearts content and
when you CSAVE or SAVE or LIST to the cassette, your
program will be automatically saved out faster and will
henceforth load in faster every time. It's as easy as tha
t!

CAUTIONS AND ADVICE

The BASIC program POKES the code for the boot maker
into page 6 of memory and the code for the cassette handler
into page 20. The USR call passes control to the boot maker
which then takes the data for the handler from page 20 and
saves it out to tape in boot format.

As page 20 is used for the data, this BASIC program will
not work with DOS installed. If you want to save it to disk,
save it before running it or the data will be corrupted.

The machine code Booster program cannot, unfor-
tunately, be used with DOS installed either as both use the
same memory area.

If you use English Software's ACE you can still enjoy the
benefits of the Cassette Booster by developing your program
with ACE installed as usual, saving the named program to
tape, booting in the Cassette Booster, loading your program
back in and then saving it out again at the faster speed.
Interestingly, 100% machine code programs can also be
'boosted'. If you use one of the published back- up programs
just install Cassette Booster first, then load and run the
back-up program. This results in the back-up being saved
faster, and as some of these programs normally take 10 to
15 minutes to load, the reduction to 5 to 10 minutes is a
welcome benefit

I hope that you find the program useful. All who have
used it are now busily going through their program library
and re-saving 'boosted versions thus freeing more tape for
additional programs. Now you have no excuse for not
typing in all those long listings!

by Phil Davies



E l  1  R E M
HG 2  R E M  *  T H E  B O O S T E R  -  4 8 8 / 8 0 8  V E R S .  *
VZ 3  R E M  *  b y  P H I L  D A V I E S
EB 4  R E M  *
I V  5  R E M  *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *
EN 6  R E M
NM 7  R E M
BP 1 0  ?  "  C A S S E T T E  B O O S T E R  M A K E R  4 0 0 / 8 0

O ”
AE  I I  "
FU  1 2  ?  : ?  : ?
XA 1 3  ?  "  p l e a s e  w a i t  a  f e w  s e c o n d s

FY 1 4  ?  : ?  : ?
XD 1 0 0  F O R  A = i 5 3 6  T O  i 6 1 3 : R E A D  B : P O K E  A B

: NE X T A
BA 1 0 1  D A T A  1 0 4 , 1 6 2 , 1 6 , 1 6 9 , 3 , 1 5 7 , 6 6 , 3 , 1 6 9

,8 , 1 5 7 , 7 4 . 3 , 1 6 9 . 1 2 8 , 1 5 7 , 7 5 , 3 , 1 6 9 , 7 5 , 1 5
7 , 6 8 , 3 , 1 6 9 , 6

EB 1 0 2  D A T A  1 5 7 , 6 9 . 3 , 3 2 , 8 6 , 2 2 8 . 4 8 . 4 1 , 1 6 9 ,
1 1 , 1 5 7 , 6 6 , 3 , 1 6 1 , 0 , 1 5 7 , 6 8 , 3 , 1 6 9 , 3 2 , 1 5 7 ,
6 9 , 3 , 1 6 9 , 0

OU 1 0 3  D A T A  1 5 7 , 7 2 , 3 , 1 6 9 , 2 , 1 5 7 , 7 3 , 3 , 3 2 , 8 6
.2 2 8 , 4 8 , 1 1 , 1 6 9 , 1 2 , 1 5 7 . 6 6 , 3 , 3 2 , 8 6 , 2 2 8 , 4
8 , 1 , 9 6 , 0

I E  1 0 4  D A T A  6 7 , 5 8 , 1 5 5
FE  1 1 0  F O R  4 = 8 1 9 2  T O  8 4 4 3 : R E A D  B : P O K E  A , B

: N E X T  A
FO 1 1 1  D A T A  0 , 4 , 0 , 7 , 3 7 , 7 , 1 6 9 , 6 0 , 1 4 1 , 2 , 2 1 1

,1 6 / , 1 6 1 , 1 4 1 , 2 3 1 , 2 , 1 3 3 , 1 4 , 1 6 9 , 8 , 1 4 1 , 2 3
2 , 2 , 1 3 3 , 1 5

ZS 1 1 2  D A T A  1 7 3 , 2 5 4 , 1 9 1 , 1 3 3 , 1 0 , 1 7 3 , 2 5 5 , 1 9
1 , 1 3 3 , 1 1 , 2 4 , 9 6 , 1 6 0 , 8 , 1 8 5 , 2 6 , 3 , 2 0 1 , 0 , 2 4
O, 9 , 2 0 8 , 2 0 0 , 2 0 0 , 1 9 2

110 1 1 3  D A T A  3 4 , 2 0 8 , 2 4 2 , 5 6 , 9 6 , 1 6 9 , 6 7 , 1 5 3 . 2
6 , 3 , 2 0 0 , 1 6 9 , 7 3 , 1 5 3 , 2 6 , 3 , 2 0 0 , 1 6 9 , 7 , 1 5 3 ,
2 6 , 3 , 9 6 , 9 9 , 7

Lb 1 1 4  D A T A  2 1 8 , 7 , 2 1 3 , 2 3 9 , 1 9 4 , 7 , 3 9 , 2 4 0 , 7 4
.2 3 9 , 7 6 , 8 9 , 7 , 0 , 1 6 9 , 6 7 , 1 4 1 , 2 3 8 , 2 , 1 6 9 , 4 ,
1 4 1 , 2 3 9 , 2 , 9 6

YZ 1 1 5  D A T A  1 6 5 , 4 3 , 1 3 3 , 6 2 , 1 6 5 , 4 2 , 4 1 , 1 2 , 2 0
1 , 4 , 2 4 0 , 5 , 2 0 1 , 8 , 2 4 0 , 1 4 , 1 6 , 7 6 , 9 3 , 2 3 9 , 1 6
0 , 8 0 . 1 9 8 , 1 7 , 1 6 9

EA 1 1 6  D A T A  8 , 1 4 1 , 1 3 7 , 2 , 9 6 , 1 6 9 , 1 2 8 , 1 4 1 , 1 3
7 , 2 , 1 6 1 , 2 , 3 2 , 8 8 , 2 4 0 , 4 8 , 2 3 8 , 1 6 9 , 6 7 , 1 4 i ,
4 , 2 1 8 , 1 6 9 , 4 , 1 4 1

KA 1 1 7  D A T A  6 , 2 1 0 , 1 6 9 , 9 6 , 1 4 1 , 0 , 3 , 3 2 , 1 0 4 , 2
2 8 , 1 6 9 , 5 2 , 1 4 1 , 2 , 2 1 1 , 1 6 9 , 3 , 1 6 2 . 3 , 1 6 0 , 1 9
2 , 3 2 , 9 2 , 2 2 8 , 1 6 9

VO 1 1 8  D A T A  2 5 5 , 1 4 1 , 4 2 , 2 , 1 6 5 , 1 7 , 2 4 0 , 1 9 3 , 1
7 3 , 4 2 , 2 , 2 0 8 , 2 4 7 , 1 6 9 , 0 , 1 3 3 . 6 1 , 1 6 0 , 1 , 9 6 ,
1 6 6 , 6 1 , 1 5 7 , 0 , 4

FR 1 1 9  D A T A  2 3 0 , 6 1 , 1 6 0 , 1 , 2 2 4 , 1 2 7 , 2 4 0 , 1 , 9 6
,1 6 9 , 2 5 2 , 3 2 , 8 , 8 , 1 6 9 , 0 , 1 3 3 , 6 1 , 1 6 , 1 7 3 , 1 3
7 , 2 , 4 8 , 8 , 1 6 8

SV 1 2 0  D A T A  1 , 1 6 9 , 6 0 , 1 4 1 , 2 , 2 1 1 . 9 6 , 1 6 5 , 5 1 ,
2 4 0 , 1 0 , 1 4 2 , 1 2 7 , 4 , 1 6 9 , 2 5 0 , 3 2 , 8 . 8 . 4 8 , 2 3 6
9
1
6
2
,
1
2
7
,
1
6
9
,
0

EP 1 2 1  D A T A  1 5 7 , 0
t a  1 2 2  F O R  A = 8 4 4 4  T O  8 6 0 8 : R E A D  B : P O K E  A . B

: NE X T A
VJ  1 2 3  D A T A  4 , 2 0 2 , 1 6 , 2 5 8 , 1 6 9 , 2 5 4 , 3 2 , 8 , 8 , 7

6 , 2 2 6 , 7 , 1 4 1 , 2 5 5 , 3 , 1 6 9 , 8 5 , 1 4 1 , 2 5 3 , 3 , 1 4 1
1
2
5
4
,
3
,
1
6
9
,
8
7

FB 1 2 4  D A T A  3 2 , 2 5 , 8 , 9 6 , 1 4 1 , 2 , 3 , 1 6 9 , 0 , 1 4 1 ,
9 , 3 , 1 6 9 , 1 3 1 , 1 4 1 , 8 , 3 , 1 6 9 , 3 , 1 4 1 , 5 , 3 , 1 6 / ,
2 5 3 , 1 4 1

MS 1 2 5  D A T A  4 , 3 , 1 6 9 , 9 6 , 1 4 1 , 0 , 3 , 1 6 9 , 0 , 1 4 1 ,
1 , 3 , 1 6 9 , 3 5 , 1 4 1 , 6 , 3 , 1 7 3 , 2 , 3 , 1 6 0 , 6 4 , 2 0 1 ,
8 2 , 2 4 0

TX 1 2 6  D A T A  2 , 1 6 0 , 1 2 8 , 1 4 8 , 3 , 3 , 1 6 5 , 6 2 , 1 4 1 ,
1 1 , 3 , 3 2 , 8 6 , 8 , 9 6 , 1 8 6 , 1 4 2 , 2 4 , 3 , 1 6 9 , 1 , 1 3 3
, 6 6 , 1 7 3 , 0

BY P H I L  D A V I E S "

E I  1  R E M
OX 2  R E M  *
VZ 3  R E M  *
ELI 4  R E M  *
IN' 5  R E M  *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *
EN 6  R E M
NM 7  R E M
DL 1 0  ?  "  C A S S E T T E  BO O S TE R  M A K E R  6 0 0 / 8 0

O HL"
AE 1 1  ?  "
FU 1 2  ?  : ?  ; ?
NA 1 3  ?  "  P l e a s e  w a i t  a  f e w  s e c o n d s

. 1

F Y  1 4  ?  : ?  : ?
MH 1 0 0  F O R  A = 1 5 3 6  T O  1 6 1 2 : R E A D  B ; P O K E  A B

: NE X T A
VP 1 0 1  D A T A  1 0 4 , 1 6 2 , 1 6 , 1 6 1 , 3 , 1 5 7 , 6 6 , 3 , 1 6 9

, 8 , 1 5 7 , 7 4 , 3 , 1 6 9 , 1 2 8 , 1 5 7 , 7 5 , 3 , 1 6 9 , 7 4 , 1 5
7 , 6 8 , 3 , 1 6 9 , 6

Cu 1 0 2  D A T A  1 5 7 , 6 9 , 3 , 3 2 , 8 6 , 2 2 8 , 4 8 , 4 0 , 1 6 9 ,
1 1 , 1 5 7 , 6 6 , 3 , 1 6 9 , 0 , 1 5 7 , 6 8 , 3 , 1 6 9 , 3 2 , 1 5 7 ,
6 9 , 3 , 1 6 9 , 0

BC 1 0 3  D A T A  1 5 7 , 7 2 , 3 , 1 6 9 , 2 , 1 5 7 , 7 3 , 3 , 3 2 , 8 6
,2 2 8 , 4 8 , 1 0 , 1 6 9 , 1 2 , 1 5 7 , 6 6 , 3 , 3 2 , 8 6 , 2 2 8 , 4
8 , 0 , 9 6 , 6 7

MH 1 0 4  D A T A  5 8 , 1 5 5
FE 1 1 0  F O R  A = 8 1 9 2  T O  8 4 4 3 : R E A D  B ; P O K E  4 , 8

: NE X T A
LA I I I  D A T A  0 , 4 , 0 , 7 , 3 7 , 7 , 1 6 1 , 6 0 , 1 4 1 , 2 , 2 1 1

,1 6 9 , 2 2 7 , 1 4 1 , 2 3 1 , 2 , 1 3 3 , 1 4 , 1 6 9 , 8 , 1 4 1 , 2 3
2 , 2 , 1 3 3 , 1 5

ZS 1 1 2  D A T A  1 7 3 , 2 5 4 , 1 9 1 , 1 3 3 , 1 0 , 1 7 3 . 2 5 5 , 1 9
1 . 1 3 3 , 1 1 , 2 4 , 9 6 , 1 6 0 , 0 , 1 8 5 , 2 6 , 3 , 2 0 1 , 0 , 2 4
0 , 9 , 2 0 0 , 2 0 0 , 2 0 0 , 1 9 2

U 0  1 1 3  D A T A  3 4 , 2 0 8 , 2 4 2 , 5 6 , 9 6 , 1 6 9 , 6 7 , 1 5 3 , 2
6 , 3 , 2 0 0 , 1 6 9 , 7 3 , 1 5 3 , 2 6 , 3 , 2 0 0 , 1 6 9 , 7 , 1 5 3 ,
2 6 , 3 , 9 6 , 9 9 , 7

AG 1 1 4  D A T A  2 2 3 , 7 . 1 2 1 . 2 5 3 , 1 9 9 , 7 , 2 0 3 , 2 5 3 , 2
2 8 , 2 5 2 , 7 6 , 8 9 , 7 , 0 , 1 6 9 , 6 7 , 1 4 1 , 2 3 8 , 2 , 1 6 9 ,
4 , 1 4 1 , 2 3 9 , 2 , 9 6

DN 1 1 5  D A T A  1 6 5 , 4 3 , 1 3 3 , 6 2 , 1 6 5 , 4 2 , 4 1 , 1 2 , 2 0
1 , 4 , 2 4 0 , 5 , 2 0 1 , 8 , 2 4 0 , 1 4 , 9 6 , 7 6 , 2 4 7 , 2 5 2 , 1
6 0 , 8 0 , 1 9 8 , 1 7 , 1 6 9

OX 1 1 6  D A T A  0 , 1 4 1 , 1 3 7 , 2 , 9 6 , 1 6 9 , 1 2 8 , 1 4 1 , 1 3
7 , 2 , 1 6 9 , 2 , 3 2 , 2 5 2 , 2 5 3 , 4 8 , 2 3 8 , 1 6 9 , 6 7 , 1 4 1
,4 , 2 1 0 , 1 6 9 , 4 , 1 4 1

DR 1 1 7  D A T A  6 , 2 1 0 , 1 6 9 , 9 6 , 1 4 1 , 0 , 3 , 3 2 , 1 0 4 , 2
2 8 , 1 6 9 , 5 2 , 1 4 1 , 2 , 2 1 1 , 1 6 6 , 9 8 , 1 8 8 , 1 4 3 , 2 5 4
'1 8 9 , 1 4 1 , 2 5 4 , 1 7 0 , 1 6 9

HK 1 1 8  D A T A  3 , 3 2 , 9 2 , 2 2 8 , 1 6 9 , 2 5 5 , 1 4 1 , 4 2 , 2 ,
1 6 5 , 1 7 , 2 4 0 , 1 8 8 , 1 7 3 , 4 2 , 2 , 2 0 8 , 2 4 7 , 1 6 9 , 0 ,
1 3 3 , 6 1 , 1 6 0 , 1 , 9 6

VT 1 1 9  D A T A  1 6 6 , 6 1 , 1 5 7 , 0 , 4 , 2 3 0 , 6 1 . 1 6 0 , 1 , 2
2 4 , 1 2 7 , 2 4 0 , 1 , 9 6 , 1 6 9 , 2 5 2 , 3 2 , 1 3 , 8 , 1 6 9 , 0 ,
1 3 3 , 6 1 , 9 6 , 1 7 3

NH 1 2 0  D A T A  1 3 7 , 2 , 4 8 , 8 , 1 6 0 , 1 , 1 6 9 , 6 0 , 1 4 1 , 2
,2 1 1 , 9 6 , 1 6 6 , 6 1 , 2 4 0 , 1 0 , 1 4 2 , 1 2 7 , 4 , 1 6 9 , 2 5
0 , 3 2 , 1 3 , 8 , 4 8

OD 1 2 1  D A T A  2 3 6 , 1 6 2
KG 1 2 2  F O R  A = 8 4 4 4  T O  8 6 7 4 : R E A D  B : P O K E  4 , 8

: NE X T A
XP 1 2 3  D A T A  1 2 7 , 1 6 9 , 0 , 1 5 7 , 0 , 4 , 2 0 2 , 1 6 , 2 5 0 ,

1 6 9 , 2 5 4 , 3 2 , 1 3 , 8 , 7 6 , 2 3 1 , 7 , 1 4 1 , 2 5 5 , 3 , 1 6 9
,8 5 , 1 4 1 , 2 5 3 , 3

GM 1 2 4  D A T A  1 4 1 , 2 5 4 , 3 , 1 6 9 , 8 7 , 3 2 , 3 0 , 8 , 9 6 , 1
4 1 , 2 , 3 , 1 6 9 , 0 , 1 4 1 , 9 , 3 , 1 6 9 , 1 3 1 , 1 4 1 , 8 , 3 , 1
6 9 , 3 . 1 4 1

NO 1 2 5  D A T A  5 , 3 , 1 6 9 , 2 5 3 , 1 4 1 , 4 , 3 , 1 6 9 , 9 6 , 1 4
1 , 0 , 3 , 1 6 9 , 0 , 1 4 1 , 1 , 3 , 1 6 9 , 3 5 , 1 4 1 , 6 , 3 , 1 7 3
.2 , 3

XU 1 2 6  D A T A  1 6 0 , 6 4 , 2 0 1 , 8 2 , 2 4 0 , 2 , 1 6 0 , 1 2 8 , 1
4 0 , 3 , 3 , 1 6 5 , 6 2 , 1 4 1 , 1 1 , 3 , 3 2 , 9 1 , 8 , 9 6 , 1 6 1 ,
1 , 1 3 3 , 6 6 . 1 7 3

THE B O O S T E R  -  X L  V E R S I O N
by  P H I L  D A V I E S

BY P H I L  D A V I E S "
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H a r d w a r e

US D
Double Density on the Atari 1050
Are you considering purchasing a disk drive for your

Atari? Do you want more disk capacity than is available on
the normal single density format? Are the double density
drives from Trak or Astra unavailable or the Indus drive too
expensive?

Like many others I have come to realise the inadequacy
of the storage capacity and speed of the single density drive
especially when using a compiler disk and when compared
with the Apple or BBC drives for example, However I am
accustomed to using DOS 2 on my 810 drive and did not
particularly want to change to a completely different system
or format. I was thus very attracted to OSS's DOS XL which
claimed compatability and could also be used in double
density format if I were ever to purchase a double density
drive.

When Atari reduced the price of the 1050 drive by £100
to E199 this became a much more attractive product as it
offered DOS3 with dual density, but does anyone like DOS
3? I certainly did not and was content to use the dual
(medium) density format offered by the 1050 with DOS2 as
amended wi th  the  enhancements published i n  Antic
Magazine, August 1984. This gave me 963 single density
sectors (120K data) instead of the original 720 (9()K data), a
non-standard approach but i t  represented about 33%
improvement

Finally I have just received the US Doubler (US meaning
UltraSpeed) from ICD Inc This is a package containing two
custom integrated circuit chips and a new advanced DOS
called SpartaDOS. The new chips are straight replacements
for two originals on the 1050 PC board and very full
instructions for their removal and installation are given.
Believe me, it is really very easy. No soldering was required, I
had merely to  pull out the originals and push in  the
replacements. Now my 1050 drive is a true double density
(180K data) drive whilst still offering the original single and
dual density formats and ful l  compatability with other
DOS's is maintained.

The US Doubler package costs $79.95 direct from ICD
Inc., and may now be available from their UK distributers
Zoomsoft

So for the cost of the 1050 (about E200) plus the US
Doubler(about f...70) we can at last have an economical true
double density drive. You should be aware, however, that
opening up your disk drive will almost certainly make your
warranty null and void.

SpartaDOS is a completely new DOS for the Atari that
ICD claim to  have modelled on  the IBM PC-DOS. I t
supports single, dual and double densities, single and
double sided 51/4” and 8" disk drives and even claims to be
28 P A G E  -  issue 15

Addresses:-

R

Reviewed by R A Matulko
ready to  support a  hard disk drive when i t  becomes
available. I t  also contains a special stripped down DOS
using very little memory for loading game disks.

Most of the SpartaDOS functions are resident in RAM
and therefore no data is lost when switching to and from
DOS. However it does take up about 1.5K more of your
scarce RAM and you might want to consider using DOS XL
instead especially i f your main programming language is
BASIC XL  The big advantage claimed fo r SpartaDOS
when used with the US Doubler is that it writes and reads
three times faster than DOS 2 or DOS XL

As a test I loaded and saved 'House of Secrets' (one of the
longest programmes ever published in Page 6) under DOS
2, DOS XL and SpartaDOS five times and averaged the
results:

DOS 2 (with verify)
DOS 2 (without verify)
DOS XL (single density)
DOS XL (double density)
SpartaDOS

ICD Inc.,
828 Green Meadow Avenue,
Rockford,
Illinois 61107,
U, S, A

Read

20 secs,
20 secs.
20 secs.
16 secs.
7 secs.

Write

55 secs.
20 secs.
21 secs.
18 secs.
10 secs.

Whilst this might not be an ideal test it clearly shows that
SpartaDOS does indeed perform I/O operations at a much
faster rate, it reads about three times faster than the single
density DOS's and writes between about two and five times
as fast, Think how much time you can save using this DOS
and in double density too. Y o u  could save wear and tear
on your disk drive and halve your disk costs!

A full review of SpartaDOS will follow when I have been
able to understand and appreciate its advanced facilities.

[ am very pleased with the US Doubler package and can
unreservedly recommend it to you.

Zoomsoft
46, Huntsworth Mews,
London NW1 8DB

olo



THE BOOSTER 400/800 version continued

JW 1 3 2 D A TA  3 2 , 1 3 6 , 2 3 4 , 7 6 , 4 , 2 3 6
MP 1 4 0 ? S.TO W R I T E  ' E  B O O T  T A P E
ED 1 4 1 ? "  I N S E R T  C A S S E T T E  I N T O  R E C O R D E•

UR 1 3 3

ZW 1 4 2 ? "  P R E  5  R E C O R D  A N D  P L A  I N  C A S S E
EiEiA• •

VI I 2 0 8

UT 1 4 3 9 AND P R E S S  A N Y  K E Y  O N  C O M P U T E R

Y l l 2 0 0 A z U S R ( 1 5 3 6 )
RO 2 0 5 ? " K "
GR 2 1 0 ? "  B O O T  T A P E  N O W  W R I T T E N "
ST 2 2 0 9 :

91.4 2 2 2 ? " T O  U S E : — "
WP 2 2 4 ? " B O O T  I N  B E F O R E  S T A R T I N G  P R O G R A M

U S U A L "

M I N G "

2 2 8

JM 2 2 6  ? " C S A V E / L I S T / P R I N T / P U T  T O  T A P E  A S

11
1

U S U A L "
TS 2 2 8 9 "P RO G RAM M E  W I L L  B E  O U T P U T  F A S T E R

" T H A N  N O R M A L  T H U S  S A V I N G  T I M E  A N

MO

T A P E "
TB

RT 2 3 0 ? " T H A N  N O R M A L  T H U S  S A V I N G  T I M E  A N

2 3 4

D T A P E "
TB 2 3 2 ? : ?
RX 2 3 4 ? " W I L L  L O A D  I N  F A S T E R  O N  A N Y  4 0 0 /

8 0 0 / X L "  0

MN
3 5 , 3 2 , 1 0 7 , 2 3 4 , 7 6 , 2 2 7 , 2 3 5
1 3 0  ? "  T O  W R I T E  T H E  B O O T  T A P E  •

L e 1 3 1 ? "  I N S E R T  C A S S E T T E  I N T O  R E C O R D E

G I 1 3 2 9 O•"  P R E S S  R E C O R D  A M P  P L A Y
UR 1 3 3 ? AND P R E S S  A N Y  K E Y  O N  C O M P U T E R

S I

V I I 2 0 8 A = U S R C 1 5 3 6 1
RO 2 0 5 ?
GR 2 1 0 ? BO O T T A P E  N O W  W R I T T E N "
ST 2 2 0 :

9L e 2 2 2 ? " T O  U S E :
—
"

HP 2 2 4 ? " B O O T  I N  B E F O R E  S T A R T I N G  P R O G R A M
M I N G "

J M 2 2 6  9 " C S A V E / L I S T / P R I N T / P U T  T O  T A P E  A S
U S U A L "

TS 2 2 8 ? "P RO G RAM M E  W I L L  B E  O U T P U T  F A S T E R
11
1

RT 2 3 0 ? " T H A N  N O R M A L  T H U S  S A V I N G  T I M E  A N
T A P E "

TB 2 3 2 ? : ?
RX 2 3 4 ? " W I L L  L O A D  I N  F A S T E R  O N  A N Y  4 8 0 /

V A 1 2 7  D A T A  3 , 2 0 1 , 9 6 , 2 0 8 , 3 , 7 6 , 1 1 0 , 8 , 7 6 , 1 0
7 , 2 3 3 , 7 6 , 1 8 3 , 2 3 5 , 1 7 3 , 3 , 3 , 1 6 , 2 4 8 , 1 6 9 , 6 7
,1 4 1 , 4 , 2 1 0 , 1 5 9

V T 1 2 8  D A T A  4 , 1 4 1 , 6 , 2 1 0 , 3 2 , 2 4 6 , 2 3 5 , 1 6 0 , 1 3
,1 7 3 , 1 1 , 3 , 4 8 , 2 , 1 6 0 , 1 5 0 , 1 6 2 , 0 , 3 2 , 1 8 9 , 2
37 , 1 6 9 , 5 2 , 1 4 1 , 2

KM 1 2 9  D A T A  2 1 1 , 1 7 3 , 2 3 , 3 , 2 0 8 , 2 5 1 , 3 2 , 1 1 0 , 2

8 0 0 / X L "

THE BOOSTER XL version continued

VY 1 2 7  D A T A  1 , 3 . 7 2 , 1 7 3 , 7 1 , 2 , 2 4 0 , 2 6 , 1 6 2 , 8 ,
3 2 , 1 8 9 , 2 0 1 , 2 4 0 , 1 9 , 1 3 8 , 7 2 , 3 2 , 5 , 2 1 6 , 1 0 4 ,
1 7 0 , 1 4 4 , 7 4 2 , 1 6 9

I X  1 2 8  D A T A  0 , 1 4 1 , 7 2 , 2 , 1 4 1 , 2 5 5 , 2 0 9 , 2 4 0 , 3 ,
3 2 , 1 4 8 , 8 , 1 0 4 , 1 4 1 , 1 , 3 , 1 6 9 , 0 , 1 3 3 , 6 6 , 1
4 0 ,3 , 3 , 1 7 2 , 3

EV 1 2 9  D A T A  3 , 9 6 , 1 8 6 , 1 4 2 . 2 4 , 3 , 1 6 9 , 1 , 1 3 3 , 6
6 , 1 7 3 , 0 , 3 , 2 0 1 , 9 6 , 2 0 8 : 3 , 7 6 , 1 7 2 , 8 , 7 6 , 1 3 1
,2 3 3 , 7 6 , 2 1 2

JD 1 3 0  D A T A  2 3 5 , 1 7 3 , 3 , 3 , 1 6 , 2 4 8 , 1 6 9 , 6 7 , 1 4 1
,4 , 2 1 0 , 1 6 1 , 4 , 1 4 1 , 6 , 2 1 0 . 3 2 , 2 3 , 2 3 6 , 1 6 6 , 9
8 , 1 8 8 , 2 1 , 2 3 8 , 1 7 3

OZ 1 3 1  D A T A  1 1 , 3 , 4 8 , 3 , 1 8 8 , 1 7 , 2 3 8 , 1 6 2 , 0 , 3 2
,2 2 6 , 2 3 7 , 1 6 9 , 5 2 , 1 4 1 , 2 , 2 1 1 , 1 7 3 , 2 3 , 3 , 2 0
8. 2 5 1 . 3 2 , 1 3 5 , 2 3 5

B
o
0
k
s

EXPLORING ADVENTURES
on the Atari 48 k
by Peter Gerrard
Published by
Duckworth
E6.95

An excellent book aimed at those interested in Adven-
tures or who might like to try writing one. The book is part
of a series of Exploring Adventures on but ,  apart from
one or two unimportant details, has been well adapted for
the Atari.

Beginning with a chapter on how Adventures came
into being and where they may go in the future it goes on
to give hints on how to  solve commercial Adventure
games before detailing how to write your own adventures
in Basic. Showing you how to create your own adventures
is the major aim of the book and it does this well by giving
not only a step by step guide to programming but also
suggestions for adventure themes and an insight into the
thinking that goes on behind the programming. By using
a full-blown listing o f Underground Adventure, each
section takes you through one part o f the program
including all of the major verb handling routines. All of the
BASIC commands that you are likely to need for a text
adventure are included and, unlike many other books,
those commands which are specific to Atari Basic are
included As far as I could tell there were no obvious
errors to set you off on a wild goose chase trying to use
commands that the Atari does not understand. Under-
ground Adventure is completed in full tutorial style but
there are two other listings to type in which will give you
further insight a n d  ideas f o r  creating yo u r  o w n
programs.

One of the most interesting and unusual chapters is a
series of suggested scenarios for your own adventures.
Once you can program, the hardest thing about writing an
Adventure is thinking o f  a  idea that is logical and
coherent Each scenario takes a basic theme and discusses
possible hazards, additional adventures within the theme
and development of the story before suggesting a con-
clusion. The themes range from the Streets of London to
Outer Space and the Wild West,

You might think that writing your own adventure is a
daunting task but with each stage o f the proceedure
explained and with ideas provided, i t really is not as
difficult as you might imagine to create your own master-
piece'.

In conclusion an excellent book for anyone interested
in writing an adventure and good value at E6.95 for over
240 pages,
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Machine code

When I first started using machine code one of the first
problems I encountered was what program to  write, To
solve this problem I looked through some back issues of
computer magazines to see what other people had written.
One feature that seemed to crop up fairly often was the use
of IOCB's and in particular the section of CIO's. As a result I
learned all that I could and finally became proficient in their
use.

The name IOCB stands for Input Output Control Block
and CIO stands for Central Input Output utility. As the
names suggest they also allow the user to control the input
from and output to various devices. The devices that are
normally controlled using CIO's are cassette recorders, disk
drives, printers, the screen and a few others. By changing a
few parameters it is possible to send any amount of any sort
of data to a device.

So what'? Well i f you have ever tried to do graphics in
machine code or access data files on a disk or cassette or
dump a screen to the printer then you will appreciate just
how difficult it can be.

Those of you who are familiar with the BASIC command
OPEN # n will have a head start because_ CIO's are exactly
the same thing. If you have never come across the OPEN
command then look it up in a users manual_

There are certain differences in the way CIO's are used
from machine code and the way they are used in BASIC but
these will become apparent as you use therm The main
thing to  remember is that there is no  automatic error
checking in machine code so if you make an error and don't
check for it, al l  sorts o f problems will arise. The most
common mistake is to try and access devices that are not
open or to try and open devices that are already open.

DEVICE NAMES:

These are the names used when you open a device.

S:

D: filename. ext
30 l ' A G E  -  Issue 15

Screen editor (see Basic Manual)
Screen graphics for graphics
modes
Printer (output only)
Keyboard (input only)
Cassette recorder
Disk directory
Disk files

OPENING AN IOCB

Before you can open anIOCB it must first be closed. This
is to prevent errors occuring when you attempt to open an
already open 10CB.

To close an IOCB, you must first choose which one you
are going to work with. There are five possible choices here
and they correspond to  the numbers 1,2,3,4 and 5  in
BASIC. In  machine code, you choose the number by
loading i t into the 'X' register. The number you load is
'#$10' for IOCB 1, '1420' for IOCB 2 etc. When you have
decided, use Listing 1 to  close that [OCR

Line 10 tells the computer which IOCB to close, Line 20
loads the accumulator with the number #$OC. This is the
number which tells the routine you want to close thelOCB.
Line 30 stores the number #$OC in location $342 offset by
00010
00020
00030
00040
(X)050
00060
00070
00080
00090
00100
(X)110
(X)120
0(1130
00140
00150
00160
(X)170
00180
00190
00200
(X)2 1 0
(x)220
00230
00240
00250
00260
00270
00280
00290
00300
00310
00320
00330
0034() LAB
00350 MES

00360

LDX 4 1 0
1.DA $ 0 C
STA $342, X
JSR $ E456
LDA ,
$ 0 3LDX 4410
STA $34ZX
LDA L A B
STA $344, X
WA  /LAB
STA $345.X
LDA ,
$ 0 8STA $34 AX
WA  *SOO
STA $34 13, X
JSR $E456
LDA $/$08
LDX 4 1 0
STA $342, X
LDA MES
STA ,  344, X
W A  /MES
STA $345,X
LDA 'SEE
STA $348.X
WA  .$00
STA #349,X
JSR $ E456
LDA #1,0 C
LDX #$10
STA $342, X
JSR $E456
BRK
AS "E."
AS -
A T
A R
I

COMPUTERS
ARE GREAT'
HS9B

by Anthony Roberts

• 10CB 1
; COMMAND FOR CLOSE
; COMMAND LOCATION
; CALL OS ROUTINE
COMMAND FOR OPEN
IOCB #1

, LOW BYTE OF DEVICE NAME
, BUFFER ADDRESS (LOW)
; HI GH BYTE OF DEVICE NAME
, BUFFER ADDRESS (HIGH)
OPEN FOR OUTPUT

; JUST TO BE SAFE BUT NOT NEEDED

• GOING TO SEND STRING
IOCB #1

LOW BYTE OF MESSAGE ADDRESS

HIGH BYTE OF MESSAGE ADDRESS

, MUST BE MORE THAN MESSAGE LENGTH
BUFFER LENGTH HELD HERE (LOW)
JUST TO BE SAFE

• BUFFER LENGTH HELD HERE (HIGH)

: CLOSE IOCB 1

END OF PROGRAM
DEVICE NAME

END OF LINE CHARACTER• •

Listing 1



X. Because X has the value of $10 in it the number will be
stored in $352. The reason we have to use the 'X' register is
because the computer uses the value in the 'X' register to
decide which one to  close. Line 40 calls the operating
system routine that actually performs the close operation.

Now that the IOCB is closed you want to open it for a
device. When you do this you need to declare the device
name, which is best done by storing it in an ASCII string. The
conventions I  wi l l  use are those used b y  the  SYN-
ASSEMBLER but there are conversions at the end of this
article for the ATARI ASSEMBLER-EDITOR Listing 2 will
open an IOCR

The program opens IOCB 1 for the screen editor (E).
Lines 50, 60 and 70 tell the computer you want to open up
IOCB 1. Line 80 is loading the accumulator with the low
byte value address of the label 'LAB'. For example, i f the
address of the label 'LAB' was $1234 then the low byte
value of the address would be #$34. Line 90 stores this
value in a location where the computer can find it for later
use. Lines 100 and 110 do the same thing as the two
previous lines except they are loading and storing the high
byte value of the address (e.g. #$12). The reason for these
four lines is so that when the computer comes to perform
the open it can look in locations $348 and $349 to find the
address where the name of the device is located (E is the
name of the device). Lines 120 and 130 put a #$08 into
#34 A X The contents of location #34A X tell the computer
which direction the data will be travelling (i.e. to or from the

x-A
-
ti o
N

$ E456

$
.
3
4
2

$344 L o w  byte value of  buffer
address

3.345 H i g h  byte value of  buffer
address

$348 L o w  byte value of  buffer
length

$349 H i g h  byte value of  buffer
length

$34 A S e t s  the direction of data
transfer

USED FOR P O S T B L E
VALUES

Calls the routine to ad o n  N o n e
10CB

Sets the way the 10CB will 3
be used

Used mainly lot graphics

RESULT

Execution of 1003

Open the K)C13

12 C l o s e  the LOCB

7 G e t  binary record

11 P u t  binary record

4 I n p u t  string

8 O u t p u t  siting

0 - 255 Te l l s  the computer the low
byte address of where to get
or put data

0 2 5 5  S a m e  as above only High
byte

0 - 255 S e t s  the amount of data to
be moved (low bytel

0 • 255 S a m e  as abow only high
byte

4 R e a d  data

8 W n t e  data

12 R e a d  and Write dato

6 O p e n  for directory

ft - 255 S e e  graphics table

device). In this case the 8 means we will be sending data.
Lines 140 and 150 are just to be tidy because the 0 in the
location has no effect on this particular IOCR Line 160 calls
the routine to do the open.

USING THE IOCB

Now that the IOCB is open you want to do something
with it. In this case because we put a # $08 into $34 A, X we
want to send data. To send data to the device we use the
routine in Listing 1.

The routine will print the message on the screen. Lines
170 to 190 are putting a #$08 into command location
($342). The #$08 tells the computer to expect an undeter-
mined amount of data. This is like printing a string in BASIC,
because you don't need to know how long the string is to
print it. The computer will stop printing data when it reaches
a # $9 B. Lines 200 to 230 are instructing the computer how
much data to  send. Because we have used a # $08 in
$342.X the number in these two locations only has to be
more than we want to send. If you are sending a known
amount of data then these two locations should contain this
number. $344,X is the low byte and $345 is the high byte.
Line 280 executes the operation.

If you are not familiar with the low byte, high byte notation
it simply means the, storing of numbers greater than 255 in
two consecutive locations. Because the maximum value in
one location is 255 we have to store numbers greater than
this in a special way_ The high byte location contains the
number of 256's in the number and the low byte location
contains the number of l 's in the number. If you wanted to
store the number 1027 you would place a 4 in the high byte
(4*256=1024) and a 3 in the low byte ( 3
1
1 = 3 ) .  T h e  
r e s u l t

is 1024 +3=1027. The same principle is used when storing
an address.

When you have finished writing the program you must
close the IOCB by using the first part again.

Now the best thing to  do  is to  practice sending o r
receiving data from other devices such as the printer. You
can have more than one device open at a time so that you
can read data from a disk using one IOCB and print it to the
screen using another. Have fun!

Some conversions
SYN-ASSEMBLER

# LAB
/LAB
.AS "ATARI etc."
HS 9B

continued overleaf

ATARI ASSEMBLER-
EDITOR

LA13&255
LAB/256
BYTE "ATARI etc."
.BYTE #$9 B

With the Atari Editor you will need a *=$4000 at the start
of the program.
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1.0.C.Bs c ont i nued

GRAPHICS TABLE

The following program will open the screen for graphics
mode 2 and print a message_

128 64 32

C
a

16

S W R
8 4 2 1

00010
00020
00030
00040
00050
00060
00070
00080
00090
00100
00110
00120
00130
00140
00150
00160
00170
00180
00190
00200
00210
00220
00230
00240
00250
00260
00270
00280
00290
00300
00310
00320SNAME
00330WORD

;GRAPHICS MODE 2 PROGRAM

LDX #$10 :  CLOSE IOCB #1
LDA #$OC
STA $342•X
JSR $ E456
LDA # $03 O P E N  IOCB #1
LDX *$10
STA $342; X
LDA #SNAME DE V I CE  NAME (LOW)
STA $344.X
LDNSNAME DEVI CE NAME (HIGH)
STA $345.X
LDA # $18 :  SPLIT SCREEN +  OUTPUT
STA $34 AX
LDA # $02 G R A P H I C S  MODE
STA $34 FiX
JSR $ E456
W A #  $11 :  PUT BINARY RECORD
LDX4r$10
STA $342,X
LDA #$06 A M O U N T  OF DATA TO SEND (LOW)
STA $348,X
LDA #$00 •  AMOUNT OF DATA TO SEND (HIGH)
STA $349,X
W A  ' WORD L O W  BYTE ADDRESS OF MESSAGE
STA # 344.X
L DNWO RD :HIGH BYTE ADDRESS OF MESSAGE
STA #345,X
JSR $ E456
BRK ;  END OF PROGRAM
.AS"S;" D E V I C E  NAME
AS " M O D E  2"•

When the graphics screen is opened the mode number
goes into location $3413,K Location $34 AX contains
details o f the type o f screen you want i.e, split screen
configuration. The diagram below shows how to obtain the
different types of screen.

If b i re is set (i.e. equal to 1) then when the screen is opened
the current display will not be cleared.

If bit 'S• is set then the screen will be set up for a split screen
arrangement. This is the same as if you opened a screen in
BASIC without putting the '+16' on the end.

If bit 'W is set then this instructs the screen to expect data to
be sent to it. This is set when you want to do 'PLOT& and
•DRAWTOs
.
.If bit 'R' is set then the screen will be set up so that you can
get data from the screen. This is used when you wish to do a
'LOCATE' statement •

32 P A G E  6 • Issue IF

D.B.M. SOFTWARE
presents

P H R A Z A C  W A R  : 1 6 k  100% machine code all
action arcade game. Wave after wave of Phrazacians
are waiting at the edge of the galaxy to fight your AT!
fighter. Sharp, colourful graphics make this one of
the best space games available for the Atari

V A R S  R E V E N G E :  3 2 k  Adventure game. An
adventure unlike any other. Go through an enchanted
forest, fight dragons, enter the Gyropod and use your
knowledge of  computer hacking to break into the
Zech computer systems.

P R O G R A M M E R S :  We  are always on the lookout for
new programs. Contact us at the address below.

PHRAZAC WAR 16k casset te £ 7 . 9 5  I n c  p
.%/ARS REVENGE 32k cassette E7 .95

Both games are compatible with XUs

Make cheques. P.O.'s payable to
D.B.Massey

Cherry Holt Avenue
Heat on  Mersey ,  S t o c k p o r t  S K I  3PT

TRADE
ENQUIRIES
WELCOME

The WAnclerer
continued

WE 2 1 9 0  ?  " a r e  a v a i l a b l e : "
NX  2 2 0 0  ?  : ?  " I .  M
-
N o r t h  >  
T h e s e  
k e y
s  
c h

a n g e  t h e "
V I  2 2 1 0  ?  " 2 .  2
-
E a s t  >  
d i r e c t
i o n  
y o
u  
f
a

c e ,  b u t "
x X  2 2 2 0  ?  " 3 .  2
-
S o u t h  
>  
n o t  
t h e  
d i r e
c t i o

n t h e "

PS 2 2 3 0  ?  " 4 .  L i
-
H e s t  >  
j o y s t i
c k  
m o v
e s  
y

o u . "

LO 2 2 4 0  ?  ; ?  " P r e s s  S T A R T  t o  c o n t i n u e "
WI  2 2 5 0  I F  P E E K C 5 3 2 7 9 3 0 6  T H E N  2 2 5 0
HY 2 2 6 0  " R " : ?  E S : ?
VV 2 2 7 0  ?  " 5 .  0
-
Q u i t - w i t h  
o p t i o
n  
f o
r  
n e
w

ga Me
DO 2 2 8 0  ?  : ?  " 6 •  a
-
M a z e
-
d i s p l a y s  
m a z e  
f r
o

m a b o v e " : ?  "
-
t h i s  
c a n  
o n l
y  
b
e  
d o
n e  
t
w
i

c e  i n  e a c h "

H i  2 2 9 0  ?  " m a z e ,  a n d  a d d s  5  s t e p s  t o  y o u r
SC o r e ! "

CO 2 3 0 0  ?  : ?  " 7 .  M
-
H e l p
-
g e t s  
y o u r  
p o s i t
i o

n r e l a t i v e  t o  t h e  e x i t .  C a n  o n l y  b e  u s
e d  3  t i m e s "

LR 2 3 1 0  ?  " i n  e a c h  m a z e ! "
P T 2 3 2 0  ?  : ?  " 8 .  a
-
I n s t r u c t i o n s  
( a s  
h e r e
)

€1
4

AK 2 3 3 0  ?  : ?  " T h e  a i m  o f  c o u r s e  i s  t o  e s c
a p e  i n  a s "

A J  2 3 4 0  ?  " f e w  m o v e s  a s  p o s s i b l e . "
AD 2 3 5 0  ?  : ?  " G o o d  l u c k ! "
LW 2 3 6 0  ?  : ?  " P r e s s  S T A R T  t o  c o n t i n u e "
AE 2 3 7 0  I F  P E E K ( 5 3 2 7 9 ) 0 6  T H E N  2 3 7 0
BE 2 3 8 0  R E T U R N



•

FOR (F.)
This is used with NEXT and, sometimes, with STEP to form

loops_
Example: 10 FOR A=1 TO 10: ? A NEXT A

A will start off as 1, the current value of A will be printed,
and A will then be incremented by 1 to equal 2_ This will
repeat until A=10 when the program will print this value and
finish_ STEP changes the size of the increment and, if it is a
negative number, will also decrement the value.

E x a
m p l
e s  
1
0  
F
O
R  
S
=
0  
T
O  
2
5
5  
S
T
E
P
S
:  
S
O
O
,  
S
,
1
0
,
1
0
:

NEXT S
10 FOR S=255 TOO STEP-5: S0.0,S,10,10:
NEXT S

If no other commands are included in the FOR/NEXT
loop, then the computer will run the loop while doing
nothing. This is usually termed a 'wait' or liming' statement.
You can have a loop inside a loop (termed 'nesting).

Example
. 1 0  
F O
R  
S =
2 5
0  
T
O
O  
S
T
E
P
-
1
0 :  
S
O
O
,  
S
,
1
0
,
1
0
:

FOR WAIT =1 TO 50: NEXT WAIT: NEXT S

It is not recommended to use too many nested loops.
Sometimes an error 13 w il l  occur (no matching FOR
statement). This can be caused by using the same variable
too many times. Just change the variable (say. S to SND) to
clear this. Of course, you will need to check that your loops
do coincide, that the first FOR corresponds with the last
NEXT. In the last example if you change NEXT WAIT: NEXT
S to NEXT S: NEXT WAIT it will not run properly.

This can be a very powerful statement in graphics. Instead
of a series of PLOT/ DRAWTO, it is possible to use a FOR/
NEXT loop, incrementing X or Y, and one PLOT/DRAWTO
saving lots of memory_

Example: 10 GR.8: C l :  FOR X- 0  TO 155 STEP 5:
PL XO: DR_ X,319: NEXT X

FRE
This will test for, and return, the amount of free user RAM

in bytes_ It takes the form of ? FRE(0), where 0 is a dummy
variable. It can also be used in the deferred mode.

Example: 10 IF FRE(0)<X THEN? FRE(0);" BYTES
LEFT'

GET (GE.)
This is  usually used in  graphics with the POSITION

statement and will return the data under the cursor and place
it in a variable. This will be a character or colour, depending
on the graphics mode. NOTE: If you wish to PRINT after GET
it is necessary to PUT the data back as quite often the pixel
value has been corrupted. By  OPENing a channel, i t  is
possible to read a byte from a file designated by the channel
and store it  in the variable This is normally done when
retrieving screen displays or other large chunks of data

Example: 10 GET I  X

A Z  OF BASIC PART 2

Write to Mark  Hutchinson
at
P. O. BOX 123,  BELFAST,
BT1 0 ODB

GOMM (GOS.)
This statement will send the program to a sub- routine. This

is a self contained routine outside the main program. The
sub-routine must finish with RETURN to go back to the main
sequence. Care must be taken when using nested GOSUBs
or a GOTO in the routine. GOSUB uses the system stack to
remember where to return to. POP will clear the stack if the
sub-routine has not been allowed to finish normally, but this
is a sign of bad programming and, after debugging, is not
recommended. Calling an often used routine through
GOSUB will save memory, but you must use it often to be of
value.

Example: 10 GOSUB 100: GOSUB SOUND1

GOTO (G.)
Similar to GOSUB but does not need a RETURN. Again,

be careful of creating endless loops with too many GOTOs.
Example: 10 GOTO 100: GOTO SOUND1

GRAPHICS (GR.)
Used to select one of the 16 graphic modes. Apart from

GRO, these modes will have a text window at the bottom
unless 16 has been added to the GR number. By adding 32
to the GR. mode, you can set up the text window without
clearing the screen 'or switching off the sound.

Examples: GRAPHICS 0
GR1+16
GR.17
GR39
GR. ZERO

G I : L M A
I I C SIF

A conditional statement used with THEN. When the IF
part is true, the THEN part is executed, If it is not true, the
THEN part is ignored. I f  any other commands follow IF/
THEN on the same command line, they will only be executed
when the conditional statement is true. Nesting can occur in
this statement

Example: 10 IF X=5 THEN? "5"
20 IF  X - 5  THEN IF Y=5 THEN GOTO
100

In line 10 X must equal 5 for the PRINT to occur. In line 20
(nesting) both X and Y must equal 5 for the GOTO to occur,
NOTE GOTO or GOSUB is not necessary in this statement,
as a line number or reference would suffice.

Example: 10 IF X=5 THEN 100
Make sure that there is a THEN for each FOR

by Mark Hutchinson
PAGE -  issue 15 3 3



INPUT (L)
This statement looks for a keyboard response from the

user. It will place this response into a variable or string, to be
used later in the program. Unfortunately the program will
halt until this response is entered with RETURN. Several
responses to one INPUT can be entered at once by using
commas. When used with an IOCB number(*) it will request
data (string or numbers) from a specified device, providing
that 10C13# has been OPENed first.

Example: 10 INPUT X
INPUT A$
INPUT X, A$, Y
INPUT #2,A$

Warning An input without a variable may not cause an error
report Also, an input of more than 128 bytes will overwrite
the start of page 6, the so called 'safe area'.

INT
This returns the integer (the whole number preceding the

decimal point) and sign of a number. Unlike calculators, it
will return the whole number nearest to  the complete
number given.

Example: A= INT(3.44): REM*** Returns 3
A=INT(- 3.99): REM*** Returns -4

LEN
This will give the length of a string in bytes. Until something

has been stored in a string, its length will be 0_
Example: AS="PAGE 6": ? LEN(AS). REM *** Will
_return 6

LET (LE.)
This will define a variable or variable name. It can be left

out (implied LET). However, if you wish to use a command
word as a variable, you must use LET.

Example: LET X-=1.2
X=1.2: REM *** Implied LET
LET S O U N I
-
1 0 0 0 :  
R E M  
•
1 1  
C o m
p u l s
o r y

LET

LIST
LIST (L)

This is a way of saving a program in a form that can be
loaded (using ENTER) without clearing memory, either to
cassette or to disk LIST by itself will list out the resident
progam, to the screen, in full. If line numbers are specified
then only those lines will be listed. Likewise, if the printer is
specified the program (or required lines) will be printed.

Example: LIST "C
LIST “D: PART2,BAS"
LIST 10
LIST 20,100
LIST "P."
LIST "R".10,50

LOAD (L)
This will load a program from disk into RAM. It will clear

any existing memory and will need the command RUN to
start the program.

Example: LOAD "D. PART1,BAS"

LOCATE (LOC.)
For some reason, this is seldom seen now in programs,

maybe because people do not understand it It is really quite
simple.

Example: LOCATE X, Y,Z

This will position the cursor (visible or invisible) at point
X, Y and place the information stored there in the variable Z.
This will be a number. either0-255 for a text character or0-4
for a colour. This is the same as using POSITION X, Y: GET
#62. The only  problem is  that a PRINT or  GET after
LOCATE may corrupt the data under the cursor. You may
need to reposition the cursor and PUT the data back

t
o
c
A
r
t

LOG
This will return the natural logarithm of a variable or

expression.

Example: L=-LOG(55.2)

LPR1NT (LP.)
This will open a channel to the line printer and will print in

direct or deferred modes_ As with ?, LP. by itself will skip a
line.

Example: LP."PR INTER"

NEW
This will clear the contents of RAM in either direct or

deferred mode. Unfortunately it will clear all dimensioned
tables.

NEXT (N.)
Used with FOR, please refer to that section.

NOT
A logical operator. [t will return a 1 if the result is not true.

Be careful of? A— NOT B, it will put the computer to sleep. Be
sure to use a space after NOT as confusion could occur with
NOTE.

Example: A= NOT E

NOTE (NO.)
This is used in disk operations to open a channel to the

drive and store the current sector and byte in the variables.
The DOS manual gives an example program of this command.
The first variable is the 1003*, the second is the sector, and
the third is the byte.

Example: NOTE #2,SEC,BYTE

ON
Used mainly with GOSUB or GOTO, but can be used with

other commands. When the variable value is known, the
program will go to the subroutine that corresponds to the
value.

Example: 10 ON X GOTO 100,200,300,400
If X=3 then the program will branch to the third choice, le.

line 300. This will be a topic for 'First Steps' later in the
year.

continues next issue
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Education

TICK
loch

What time is it? I f  you have young children who are
learning to tell the time Tick Tock will help them learn with
the chance to hear the chimes of the clock (worth typing the
program in for!) and see a rainbow when they get it right

The are several options which are fully prompted on
screen and four levels from whole hours to quarter hours,
every five minutes or single minutes. The chimes can be
switched on or off and you can choose whether or not the
correct time is shown in the event of a wrong answer. When
responses are required there is no need to press RETURN.
The program will expect double figures to be entered when U K  2 0 2  AS="IlDo y o u  w a n t  t o  s e e  t h e  answer
required and these will not show on screen until two figures s ? " : G O S U B  3500
are typed. The program gives 10 goes but this can be O F  2 0 3  OPEN t 1 1 , 4 , 0 , " K : " : G ( T  t a l
o
S E E : C L O S E

:
changed by altering the loop in line 210. 1 1 1 ?  CURS (SEE);DF 2 0 4  I F  S E E = A S C C " V " )  T H E N  S E E = 1 : G O T O  2 1

Type it in, it is worth seeing even if you don't have any
children, If you do it is an excellent way to teach them the VC  2 0 6  I F  SEE=ASC("Nu) THEN 5EE=0:GOTO 2 1
time in the old fashioned way - before the 24 hour clock that
is, not  befor e computer s! G H  2 0 8  ?  " 0 4
-  4 - " ; : G O T O  2 0 3 HV 2 1 0  F O R  G O E S = 1  T O  1 0

E l  1  R E M
NG 2  R E M  *
VU 3  R E M  *
EU 4  R E M  *

T I C K  T O C K
by  A . M I L L S

I V  5  R E M  *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *  S H  2 1 6  I F  R E P = 1  T H E N  M I N S = 0
EN 6  R E M  N M K M K M  M M M N W W M M K K W W K M  H O  2 1 7  I F  R E P = 2  T H E N  M I N 5 = I N T ( R N D ( 0 ) * 4 ) * 1
KM 7  R E M  5
BG 1 0  G R A P H I C S  0 : P O 5 I T I O N  5 , 5 : ?  " 0 P l e a s *  E l  2 1 8  I F  R E P = 3  T H E N  M I N 5 = I N T ( R N D ( 0 ) * 1 2 ) *

w a i t . . . " ; : G O S U B  5 0 0  5
SM 3 8  H R = 2 : M I N 5 = 0 : C O L = 3 : 5 = 0 : G O S U B  3 0 8 0  V O  2 1 9  I F  R E P = 4  T H E N  M I N S = I N T ( R N D ( 0 ) * 6 0 )
O f  3 5  G O S UB 1 0 0 0 0 : F O R  1 4 =1  T O  5 0 8 : N E X T  W : P  B F  2 2 0  H R = I N T ( R N D ( 0 ) * 1 2 ) + 1

OKE 5 4 2 8 6 , 6 4
DV 6 0  F O R  W = 1  T O  6 0 0 : N E X T  W
TZ 7 0  H D = 8 : V D = 0 : A S = B S : G O 3 U 8  3 5 0 0
DZ 8 0  H D = 3 : U D = 1 : A S = " D o  y o u  w i s h  t h e  c h i m e

s o n  C  Y / N  " : G O S U B  3 5 0 0
CD 1 0  O P E N  U 1 , 4 , 0 , " K : " : G E T  U l , R E P : C L O S E

1 : ?  C H R S ( R E P ) : : S C = 0
SG 1 0 0  I F  R E P = A S C ( " Y " )  T H E N  5 = 0 : G O T O  1 3 0
MF 1 1 0  I F  R E P = A S C C “ N " )  T H E N  5 = 1 : G O T O  1 3 0
TS 1 2 0  ?  "(24 -  + " ; : G O T O  9 0
I l  1 3 0  l i D = 0 : V D = 0 : A S = B S : G O 5 U B  3 5 0 0
WN 1 4 0  H D = 4 : V D = 0 : A S = " D o  y o u  w a n t  t o  t r y

1 )  W h o l e  h o u r s " : G O S U O  3 5 0 0

by A Mills

JC 2 1 2  H D = 0 : V D 0 : A S = B S : G O 5 U B  3 5 0 0
*  F I  2 1 4  C O L = 1 : I F  F L G = 1  T H E N  F L G = 0 : M I N S = 6 0
-*  M I N S : H R = H R
-
1
*  R N  2 1 5  G O S UO  3 0 0 0

I N  2 2 2  C O L = 3 : G O S U B  3 0 0 0
NW 2 2 4  O N  R E P  G O S UB 4 0 0 0 , 4 6 0 0 , 4 6 0 0 , 4 6 0 0
KL 2 2 5  I F  C O R = I  T H E N  l i D = 2 0 : V D = 3 : A S = " W E L L

DO NE !  C O R R E C T
,
" : G O S U O  
3 5 0 0 : T E
P = I N T C R
N D

( 0 ) * 2 ) 4 . 1
HO 2 2 7  N O 5 = I N T ( R N D ( 0 ) * 1 4 ) 4
.
1 : I F  N 0 5 1 2 0 I N T

CNO 5 f 2 )  T H E N  2 2 7
I T  2 3 0  I F  C 0 R = 1  T H E N  P O K E  5 4 2 8 6 , 1 9 2 : F O R  W

= 2 0 0  T O  1 0  S T E P  - T E P : S O U N D
NEXT W : S O U N D  1 , 0 , 0 , 0

PT 2 3 2  I F  C O R = I  T H E N  S C = S C 4 1 : P O K E  5 4 2 8 6 , 6
4 : G O TO  3 0 0

I H  2 4 0  I F  S E E = 0  T H E N  P O K E  5 5 9 , 0
OP 1 5 0  1 D = 2 4 : V D = 1 : 4 1 S = " 2 )  Q u a r t e r  h o u r s " : 6  X F  2 5 0  S O U N D  0 , 2 0 0 , 1 2 , 1 5 : S O U N D  1 , 2 0 0 , 1 2 , 1

051113 3 5 0 0  5 : F O R  W = I  T O  3 0 0 : N E X T  W
I I  1 6 0  H D = 2 4 : V D = 2 : A 5 = 3 )  F i v e  m i n u t e s " : G O  R R  2 6 0  S O U N D  0 , 2 3 6 , 1 2 , 1 5 : S O U N D  1 , 2 3 6 , 1 2 , 1

SUB 3 5 0 0  5 : F O R  W = I  T O  5 0 0 : N E X T  W
EH 1 7 8  1 D = 2 4 : V D = 3 : A 5 4 )  E v e r y  m i n u t e " : G O  D V  2 7 0  S O U N D  0 , 0 , 0 , 0 : S O U N D  1 , 0 , 8 , e

SUB 3 5 0 0  P e t  2 8 0  ?  " % T H A T ' S  WRO NG "
DO 1 8 0  1 1 D = 0 : V D = 3 : A S = " Y o u r  c h o i c e  c o n o m -  C X  2 8 5  I F  S E E = I  T H E N  G O S UO  5 0 0 0

:GOSUO 3 5 0 0  R N  2 1 0  P O K E  5 5 9 , 3 4
OJ 1 9 0  O P E N  U 1 , 4 , 0 , " K : " : G E T  U 1 , R E P : C L O S E  H T  3 0 0  N E X T  G O E S

C11:? C H R S ( R E P ) : : R E P = R E P
-
4 8  I X  
3 1 0  
H D = 0 : V D = 0
: A S = B S : G
O 5 U B  
3 5
0 0

SV 2 0 0  I F  R E P ( 1  O R  R E P ) 4  T H E N  ?  " 0 4 -  4 -
4 4
; : G  O J  3 2 0  
I F  5 C C 4  
T H E N  
A S = " N o t  
t o o  
g o o d
,  
t r y

OTO 1 9 0  a g a i n . "  — p -
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V J
J M
X H
LU
Y A
PK
J H
TM
DG
O J

MS

MV
L i
LG

OW
DB

C F

WA

T i

K T

PK 3 3 0  I F  S C ) 3  A N D  S C ( 7  T H E M  A S = " T h a t s  q u
l i e  g o o d ,  t r y  s o m e  m a r e . "

S M 3 4 0  I F  S C > 6  A N D  S C ( 1 0  T H E N  A S = " T h a t s  v
e r y  g o o d . "

R N  3 5 0  I F  5 C = I 0  A N D  R E P
-
4 8 < 4  T H E N  
A S = " T h a

t s  e x c e l l e n t ,  t r y  t h e  n e x t  l e v e l . "
L M  3 5 5  I F  S C = 1 0  A N D  R E P
-
4 8 = 4  T H E N  A
$ = "  
D I

a y o u  r e a l l y  n e e d  t o  b e  u s i n g  t h i s  t
u t o r i a l  p r o g r a m m e "

O Z 3 6 0  H D = 0 : V D = 0 : G 0 S U B  3 5 0 0
B Z  3 7 0  N O = 0 : V 0 = 2 : A S = " Y o u  s c o r e d  o u t  o f

1 0 " : G O S U B  3 5 0 0 : P O K E  6 5 6 , 2 : P O K E  6 5 7 , 1 1 ,
: ?  S C

F U  3 7 5  I F  5 C = 1 0  T H E N  P O K E  5 4 2 8 6 , 1 9 2 : F O R  1 4
= 1 0 0  T O  1 0  S T E P  -
0 . 5 : S O U N D  
I , W ,
1 0 , W : N E

X I  W
D J  3 7 7  I F  5 C = I 0  T H E N  F O R  1 4 = 1 0  T O  1 0 0 : S O U N

D 1 . 1 1 , 1 0 , W : N E X 1  W : S O U N D  1 , 0 , 0 , 0
DC 3 7 9  I F  S C = 1 0  T H E N  P O K E  5 4 2 8 6 , 6 4
GP 3 8 0  H D = 2 5 : V D = 3 : A S = "  ' : G O S U B

3 5 0 8
0 0  3 9 0  O P E N  f $ 1 . 4 , 0 , " K : " : G E T  U I , K E Y : C L O S E

u l
RN 4 0 0  G O T O  7 0
RA 4 9 8  G O T O  4 9 0
OV 5 0 0  R = 3 9 : D I M  C C R ) , T Y P E S ( I ) , A S ( 1 6 0 ) . 8 5 (

1 6 0 )
OC 5 0 5  F O R  W = I  T O  5 0 0 : N E X T  1 4 : P O K E  5 5 9 , 0
K J  5 1 0  F O R  X = 0  T O  R
0 0  5 2 0  C ( X 1 = S O R C R * R
-
X * X )
L V  5 3 0  N E X T  X
SS 5 4 0  G R A P H I C S  7 : D E G  : S E T C O L O R

OR I
RU 5 4 5  G O S U B  2 0 0 0
SA 5 4 7  P O K E  5 5 9 , 3 4
KR 5 5 0  F O R  X = 0  T O  R
XR 5 6 0  P L O T  7 9
4 -
X . 3 9
-
C M : D R A W T O

( X )

BD 5 7 0  P L O T  7 9
-
X . 3 1
-
C ( X ) : D R A W T
O  7 9
-
X ,
1 9 4 - C

CX )
MF 5 8 0  N E X T  X

DA 5 9 0  P L O T  1 1 8 , 3 5 : D R A W T O  1 1 8 . 4 3 : P L O T  4 0 ,
3 5 : D R A W °  4 0 , 4 3
5 9 5  C O L O R  0
6 0 0  F O R  X = 0  T O  3 6 0  S T E P  6
6 1 0  P L O T  7 9 + S 1 N ( X ) * 3 7 , 3 9
-
0 O 5 ( X ) * 3 7
6 2 0  N E X T  X
6 2 5  R E S T O R E  6 7 0
6 3 0  F O R  A = I  T O  1 2
6 4 0  R E A D  M . Y
6 5 0  P L O T  1 4 , Y
6 6 0  N E X T  A

6 7 0  D A T A  9 6 , 8 , 1 1 0 , 2 1 , 1 1 5 , 3 9 . 1 1 0 , 5 6 . 9 7 ,
7 0
,
7 9
,
7 5
,
6 2
,
7 0
,
4 8
,
5 7
,
4 3
,
3 9
,
4 8
,
2 2
,
6 1
,
8 ,

7 9 , 3
6 8 0  R E S T O R E  7 3 0 : S E T C O L O R  1 , 3 , 1 0 : C O L O R
2

6 9 0  R E A D  T Y P ( S . M . V
7 0 0  I F  T Y P E S = " E •  T H E N  G O T O  8 6 0
7 1 0  I F  T Y P E S = " P "  T H E N  P L O T  M , Y : G O T O  6 9
8
7 2 0  D R A W T O  X , V : G O T O  6 9 0
7 3 0  D A T A  P , 9 2 , 9 , P , 9 3 , 8 , 0 , 5 0 3 , 1 2 , P , 9 2 , 1 2
, D , 9 4 . 1 2

7 4 0  D A T A  P , 1 0 5 , 2 1 , P , 1 0 5 , 2 0 . D . 1 0 7 , 2 0 , P ,
1 0 7 , 2 1 , D , 1 0 5 , 2 3 , P , 1 0 5 , 2 4 , 0 , 1 0 7 , 2 4
7 5 0  D A T A  P , 1 1 0 , 4 1 , D . 1 1 2 , 4 1 , 0 . 1 1 2 , 3 7 . 0 ,
1 1 8 , 3 7 , P , 1 1 1 , 3 9
7 6 0  D A T A  P , I 0 7 , 5 0 , D , 1 0 7 , 5 5 , P , 1 0 8 . 5 4 , D ,
1 0 4 , 5 4 , P , 1 0 4 , 5 3 , D , 1 0 6 , 5 1
7 7 0  D A T A  P . 9 7 , 6 4 , D , 9 5 , 6 4 , D , 9 5 , 6 6 , 0 , 9 7 ,
6 6 , 0 . 9 7 , 6 8 , 1 0 , 9 5 , 6 8
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P r e s s  a  I c e

0 , 3 , 4 : C O L

7 9
4
1 4
,
3 9
+
C

KP  7 8 0  D A T A  P , 7 8 , 6 9 , 0 , 7 8 , 7 3 , D , 0 0 , 7 3 , D , 8 0 ,
7 1 , D , 7 8 , 7 1

I °  7 9 0  D A T A  P , 6 3 , 6 4 , D , 6 6 , 6 4 , P , 6 6 , 6 5 . 0 , 6 6 ,
6 6 , D , 6 4 , 6 8

U T  8 0 0  D A T A  P , 4 9 , 5 1 , D , 4 9 , 5 5 , D , 5 1 , 5 5 , D , 5 1 ,
5 I , 0 , 4 9 , 5 1 , P , 5 8 , 5 3

O U 6 1 0  D A T A  P , 4 8 , 4 1 , D , 4 8 , 3 1 , D , 4 6 , 3 7 . D , 4 6 ,
3 9 , D , 4 8 , 3 9

NO 8 2 0  D A T A  P , 5 1 , 2 0 , 0 , 5 1 , 2 4 , P , 5 0 , 2 4 , 0 , 5 2 ,
2 4 , P , 5 0 , 2 I , P , 5 4 , 2 1 , D , 5 4 , 2 3 , P , 5 5 , 2 4 , P , 5
6 , 2 4 , P , 5 6 , 2 0 , P , 5 5 , 2 0 , P , 5 7 , 2 1 , 0 , 5 7 , 2 3

CE  8 3 0  D A T A  P , 6 3 , 9 , 0 , 6 3 , 1 3 , P , 6 2 , 1 3 , D , 6 4 , 1
3 , P , 6 2 , 1 0 , P , 6 7 , 9 , 0 , 6 7 , 1 3 , P , 6 6 , 1 3 . D , 6 8 ,
1 3 , P , 6 6 , 1 0

I D  8 4 0  D A T A  P . 7 6 , 5 , D , 7 6 , 9 , P , 7 5 , 9 , D , 7 7 , 9 , P
,7 5 , 6 ,
P ,
8 1
,
,
, D .
7 9
. 9 , P ,
7
9 , B , P
.
8
1 , 6 , P
, 8 1

,5 , D , 7 9 , 5 , P , 7 9 , 6
FO  8 5 0  D A T A  E , 0 . 0
BD  8 6 0  S E T C O L O R  2 , 0 , 6 : C O L O R
TC  0 7 8  F O R  X = 0  T O  5
E V  8 8 0  P L O T  7 9 + X , 3 9 - 5 0 R ( 2 8
-
X * W I D R A W T O  7 9

4 -
X
,
3
9
- 1
5
O
R
C
2
8
-
X
*
X
)

I V  8 9 0  P L O T  7 9
-
X , 3 9
-
5 0 R ( 2 8
-
X * X ) : D R A W T
O  
7
9

-
X
.
3
9
4
-
5
0
R
(
2
8
-
X
*
X
)

L T  9 0 0  N E X T  X
OC 9 0 5  P O K E  7 5 2 . 1 : P O K E  5 4 2 8 6 , 1 9 2
BR 9 1 0  P O K E  6 5 6 , 0 : P O K E  6 5 7 , 1 3
X F 9 2 0  ?  " A T A R I  T I C K  T O C K "
UK 9 3 0  P O K E  6 5 7 , I 3 : ?
NK  9 4 0  P O K E  6 5 7 , I 3 : ?  " A T A R I  T I C K
YG 9 5 0  P O K E  6 5 7 , 1 3 : ?
GE 9 5 4  A S ( 1 ) = "  " : A $ ( 1 6 0 ) = "  " : A S ( 2 ) = A S
J 1  9 5 6  B S = A S
Z R  9 6 0  R E T U R N
UA 2 0 0 0  D L = P E E K ( 5 6 0 ) + 2 5 6 * P E E K ( 5 6 1 )
MN 2 0 0 5  P O K E  D L 4
.
, 2 0 5
MW 2 0 1 0  F O R  J = 6  T O  8 4
I P  2 0 2 0  P O K E  D L f J , 1 4 1
F K  2 0 3 0  N E W  J
MS 2 0 3 5  R E S T O R E  2 0 7 0
HX  2 0 4 0  F O R  J = 8  T O  2 6
U 0  2 0 5 0  R E A D  * : P O K E  1 5 3 6 4
-
J , A
F T  2 0 6 0  N E X T  J
R J  2 0 7 0  D A T A  7 2 , 1 7 3 , 5 0 , 6 , 1 4 1 , 1 0 , 2 1 2 , 1 4 1 . 2

2 , 2 0 8 , 2 3 8 , 5 0 , 6 , 2 3 8 , 5 0 . 6 , 2 0 1 , 1 6 0 , 2 0 8 , 5 ,
1 6 9 , 0 , 1 4 1 , 5 0 , 6 , 1 0 4 , 6 4

AB 2 0 8 0  P O K E  5 1 2 , 0 : P O K E  5 1 3 . 6
AC 2 1 0 6  R E T U R N
WW 3 8 0 0  M A = M I N S * 6 : H A = I N T ( H R * 3 0 4
-
M I N 5 / 2 )
P I  3 0 1 0  C O L O R  C O L : P L O T  7 5
4 .
5 1 N ( H A ) * 7 , 3 9
-
C O

5 ( H A ) * 7 : D R A W T O  7 9
4 -
S I N ( H 4 ) * 2 0 , 3 9
-
C O 5 ( H A

) * 2 0

V V  3 0 2 0  P L O T  7 9
4 .
5 1 N ( M A ) * 7 . 3
9
-
C O S ( M A ) * 7 : D
R

A U T O  7 9
4 -
5 1 N ( M
A ) * 2 6
, 3 9 -
C O S C
M A ) * 2
6

H I  3 0 3 0  I F  5 = 1  O R  C O L = I  O R  M I N S < > 0  T H E N  3
1 2 0
3 0 4 0
3 0 5 8
3 0 6 0
3 0 7 0
3 0 8 0
3 0 9 0
3 1 0 0
3 1 1 0
3 1 2 0
3 5 0 0
URN

KS  4 0 0 0  M I N S = 0 : H D = 2 : V D = 1 : A S = " T h e  t i m e  i s
O ' C l o c k " : G O S U B  3 5 0 0

DW 4 0 5 0  O P E N  n 1 . 4 , 0 , " K ; " ; G E T  1 1 1 , A N S : A N S = A
N S
-
4 8
: I
F  
H
R
>
9  
T
H
E
N  
G
E
T  
1
2
1
,
A
N
5
2
:
A
N
S
=
1
0
*

A N S f 4 N 5 2
-
4 8

WE
OD
AM
MY
SV
PW
TX
YM
A J
1 1

NU

A T A R I

A T A R I

T I C K

T I C K

TO CK
T O C K "
TO CK

U O L D = 0 . 2 2
FO R B E L L = 1  T O  H R
FO R L 0 0 P = 1 5  T O  1  S T E P  -
V O L DS O U N D  0 , 7 , 2 , L O O P : S O U N D  1 , 8 , 6 , L O O P
V O L D = U O L D - 0 . 1 * X : N E X T  L O O P
FO R  1 4 = 1  T O  5 0 : N E X T  W
S O UND 0 , 0 , 0 , 0 : S O U N D  1 . 0 . 0 , 0
V O L D = 0 . 2 2 : N E X T  B E L L
R E T U R N
P O KE  6 5 6 , V D : P O K E  6 5 7 , H D : ?  A S ; : R E T



MATHEMATICS FOR SENIOR SCHOOLS

PROBLEMS WITH MATHS '0'  LEVEL ?

by Barrie Alcock

Our new Maths '0'  Level course for the Atari Computer will aid you in passing
your exam. We have brought together a complete 5 year maths course as taught
in Secondary schools. Not just a revision program but the whole course with
problems, solutions, HELP pages and percentages and timing on tests.

There are 5 modules available on both cassette or disk for  any 48K Atari computer.

Year 1 -  4 cassette f  9.95 each d i s k  f  12.95 each.
Year 5  Revis ion cassette f  9.95 each d i s k  f  12.95 each.

NO TEXT BOOKS NECESSARY: A l l  programmes are completely self contained.

{ WR ITE  OR  PHONE FOR  MORE D ETA ILS TO:— T H E  SOFTWARE FA C TOR Y3 1 STON EYH U R STR O A D
E RDINGTON

L
B
I
R
M
I
N
G
H
A
M
,

DEALER ENQUIR IES WELCOME ( 0 2 1 )  384 5080

TICK 'FOCI
A l  4 7 3 0  I F  A N S M = M I N S  A N D  A N S H = H R  T H E N  C U R

= 1 : G O T O  4 7 5 0
NU 4 0 6 0  C L O S E  n 1  X I  4 7 4 0  C O R = 0
Bs  4 0 6 5  I F  A N S C I  O R  A N 5 > 1 2  T H E N  ?  " ( 3 ' ; : G O  B F  4 7 5 0  R E T U R N

TO 4 0 5 0  B A  5 0 0 0  I F  1 1 I N 5 = 0  T H E N  G O T O  5 0 5 0
MK 4 0 7 0  H D = 1 4 : U D = 1 : A S = 5 T R S C A N S ) : G O S U B  3 5 0  S H  5 0 1 0  I F  H D I = 3 0  T H E N  A S = " T h e  t i m e  i s

0
GP 4 0 8 0  I F  A N S = H R  T H E N  C O R = 1 : G O T O  4 0 9 0
VA 4 0 8 5  C O R = 0
BD 4 0 9 0  R E T U R N
UB 4 6 0 0  I F  M I N S = 0  T H E N  G O T O  4 0 0 0
MO 4 6 1 0  I F  M I N S < 3 1  T H E N  A S T h e  t i m e  i s

m i n u t e s  p a s t " ; H D 1 = 3 0
MM 4 6 2 0  I F  M I N 5 > 3 0  T H E N  A S = “ T h e  t i m e  i s

M i n U t e S  p a s t " : A S C 1 3 , 1 4 ) = S T R S ( M I N S ) : A S
C L E N C A S )
4 .
2 ) = 5 T R S C
H R ) : G O T O  
5 0
6 0

MN 5 0 2 0  I F  H D 1 = 2 8  T H E N  A S = “ T h e  t i m e  i s
M i n u t e s  t 0 “ : A 5 C 1 3 , 1 4 ) = S T R S ( M I N S ) : A S C L

E N ( A S ) 4
.
2 ) = S T R
S C H R ) :
G O T O  
5 0
6 0

ZA  5 0 5 0  A S T h e  t i m e  i s  O ' C l o c k " : A S ( I 3
, I 4 ) = 5 T R S C H R )

DD 5 0 6 0  ?  A S
m i n u t e s  t o ” : H D 1 = 2 8 : M I N 5 = 6 0
-
M I N 5 : H R = H  Y M  
5 0 7 0  
F O R  
I = 1  
T O  
5 0 0 : N E
X T  
I

1 4 4
-
1 : F
L G
= 1 :
I F  
H
R
=
1
3  
T
H
E
N  
H
R
=
1  
B
B  
5
0
8
0  
R
E
T
U
R
N

0 0  4 6 3 0  H D = 2 : V D = I : G O 5 U B  3 5 0 0  Z Y  1 0 0 0 0  R E M  V B I  T I C K  J O C K
U J  4 6 4 0  O P E N  1 1 1 , 4 , 0 , " K : • : G E T  U 1 , A N S : A N S = A  H S  1 0 0 0 5  R E S T O R E  1 0 0 4 0

NS  4 8 : I F  M I N S ) /  T H E M  G E T  U 1 , A N 5 2 : A N S = 1  J R  1 0 0 1 0  F O R  L O C = 1 7 2 I  T O  1 7 8 6
0 N A N S + A N S 2
-
4 8  
X
0  
1
0
0
2
0  
R
E
A
D  
B
Y
T
E
:
P
O
K
E  
L
O
C
,
B
Y
T
E

CJ  4 6 5 0  C L O S E  U I : I F  A N S C O  O R  A N S > 5 9  T H E N  E U  1 0 0 3 0  N E X T  L O C
? " O ' : G O T O  4 6 4 0  S B  1 0 0 4 0  D A T A  2 3 8 , 2 5 4 , 6 , 1 7 3 , 2 5 4 , 6 , 2 0 1 , 1 0 ,

KF 4 6 7 0  A N S W A N 5 : H D = 1 4 : V D = 1 : A S = S T R 5 C A N S M )  2 4 0 , 1 9 , 2 0 1 , 1 1 , 2 4 0 , 3 3 , 2 0 1 , 6 0 , 2 4 0 , 1 6 , 2 0 1
: G O S U B  3 5 0 0  , 6 1 , 2 4 0 , 2 5 , 2 0 1 . 1 0 0 , 2 4 0 , 3 2 , 7 6 , 2 4 8 , 6

GA 4 6 8 0  O P E N  3 : 1 1 , 4 , 0 , W : "  L S  1 0 0 5 0  D A T A  1 6 5 , 1 5 0 , 7 6 , 2 2 1 , 6 , 1 6 9 , 2 5 0 , 1 4
GL 4 6 9 0  G E T  U i , A N S : A N S = A N 5
-
4 8 : I F  M R > ,  
T H E  
1 , 6 , 2 1 0 , 1 6 9 , 1 6
8 , 1 4 1 , 7 , 2 1 0 , 7 6
, 2 4 8 , 6 , 1 . 6 /

N G E T  U 1 , A N S 2 : A N S = I O N A N S
4
A N 5 2
-
4 8  ,
0 , 1 4 1 , 7 , 2 1 0 , 1
4 1 , 6 , 2 1 0 , 7 6 , 2
4 8 , 6 , 1 6 9 , 0

MU, 4 7 0 0  A N S H = A N S : C L O S E  U l  I R  1 0 0 6 0  D A T A  1 4 1 , 2 5 4 , 6 , 7 6 , 9 8 , 2 2 8
OK 4 7 1 0  I F  A N S ( 0  O R  A N S ) 1 2  T H E N  - /  " 0 " ; G O T  T V  1 0 0 7 0  D I M  S E T S ( 1 1 )

0 4 6 8 0  D D  1 0 0 8 0  S E T S = " h M E W / U N  \ M O •

0 0
1  
4
7
2
0  
H
D
=
H
D
I
:
U
D
=
1
:
A
S
=
5
T
R
5
(
A
N
S
H
)
:
G
O
S
U
B  
3  
T
O  
1
0
0
9
0  
O
=
U
S
R
C
A
D
R
C
S
E
T
S
)
)

1 5 0 0  D A  1 0 1 0 0  R E T U R N
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THE SOFTWARE REVIEWS
FRUIT SALAD
P.F.Software
16k cassette

Another bargain game at E2.95 but
perhaps not quite as strong as others
from the same company. FRUITSALAD
is basically the Mastermind game in
which you have to guess a sequence of
pegs by deduction from clues given as to
how close your  previous guess was.
Mastermind has been the subject o f
many computer translations but this is
probably the best I have seen. Instead of
plain coloured pegs, you have different
fruits to choose from and the whole
screen with a redefined character set
looks very good. The game is played
entirely with the joystick and there are
several beginning options including 3 or
5 fruits, blank spaces and 1 or 2 players.
Mastermind is well known now but still
makes an interesting game and is  a
change from the usual arcade action.
Mastermind as a game is not particularly
dynamic but this version is very well
done and at only E2.95 how can you go
wrong?

Reviewed by
Les Effingham

ASYLUM S c r e e n p l a y  Inc.
48k disk/cass.

Asylum is set in the place that most Adventurers eventually end up! Your task
is simply to escape. The Asylum is basically one massive maze of corridors with
numerous doors which you must try to unlock using different items. Many of the
doors reveal empty rooms but others have objects in them or are occupied by the
inmates or keepers of the Asylum. Collecting various objects you go about the
adventure in the normal way.

The game allows multiple sentences to be used such as OPEN THE DOOR
THEN GET BOX or UNLOCK THE DOOR WITH KEY. OPEN IT ENTER
DOOR. Generally using multiple commands will save you a lot of time especially
when going in and out of rooms. The instruction manual gives very little help
regarding the game other than to explain the use of the vocabulary. If you wish
you can press the OPTION button to view all of the words recognised by the
program and as some of these are pretty obscure you may be forced into using
this facility. There are four full screens of recognised words, each three columns
across,

The maze is fully animated and is very reminiscent of WAY OUT. Your
progress through the maze is controlled by using the four arrow keys which
control all movement, As you turn to left or right or face about the maze scrolls
across the screen giving a very impressive sense of direction. In the corridors the
graphics are just grey walls with occasional objects in boxes on the floor but high
resolution pictures are revealed whenever you enter a room. Text occupies a few
lines at the bottom of the screen although the graphics can be switched out for
more text If you want a sneak preview of the graphics there is a 'slide show'
which gives you a preview of some of the rooms you will find in your travels
Although this may seem to some too much like cheating it does give you a good
incentive to go on and there are many more rooms.

Initially I was not particularly interested in Asylum as most animated graphics
adventures tend to offer graphics at the expense of the plot but I quickly became
hooked It represents one of the the very best forms of graphics adventure and
contains plenty of puzzles to solve in the classic style The slide show is an
excellent feature giving a few hints about what you need to find to leave the
Asylum and overall it uses the Atari's capabilities to excellent effect with good
scrolling action in the corridors and high-res pictures in the rooms. Add to that
text adventure style puzzles and the Asylum is a place you may well wish to

FRUIT PICKIN' P. F. S o f t w a r e  1 6 k  cassette
If you have read previous reviews in PAGE 6 of programs

from P. F. Software you might think that we have a vested
interest_ Not true. us  simply that they keep coming out with
budget priced software that offers excellent value for the little
money you have to spend.

Latest t o  be  released is  FRUIT PICKIN which sees
P. E. Software delve into the use of lots of machine code for the
first time. FRUIT PICKIN is a Pac Man style game in which you
must go round the maze picking up various fruits on each level,
• Enemies* bounce from side to side in smooth scrolling action
along the horizontal lanes whilst in the higher levels 'elevators'
rise and fall in certain of the vertical lanes, The enemies are
different on each level and include such wierd and wonderful
things as telephones, mugs of tea, cheeseburgers and C64 signs!
All of these are extremely well designed Players as is your
character who walks and turns in each direction, There are
seven levels of increasing difficulty with the seventh level 'a
nightmare' according to the author.

FRUIT PICKIN is a simple game but is well written, challenging
and addictive. At E2.95 you won't find better value anywhere
and if you look with envy at the hundreds of cheap games for

other micros then
them

You don't get fancy colour inlays or fancy protection tech-
niques with P.F.Software but then you don't pay an extra E5 for
them!

buy this. It IS much better than most of
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AL AT ARE ZOOMSOFT

DISK COLLECTOR
D ISK C O L L E C T O R  i s  a
c omp le te  d i s k  c a t a l o g i n g

BASIC CO MMANDER
Single keystrokes allow you to LIST.
SAVE, ENTER. LO AD or  RUN fi les.

system. 13  opt ions  to  c hoos e You never  need to type DOS again.
f r o m .  S t o r e s  o v e r  9 0 0 View t h e  e n t i r e  d i s k  d i r ec to r y .
fi lenames. N o  mor e  go ing  t o RENAME, L O C K ,  U N L O C K.  ev en
DOS to see whats on each disk. F O R MAT  d i s k s  f r o m  B A S I C .
Run fi les .
-  
L O A
D  
fi l e
s .  
A  
m
u
s
t

Automatic  l i n e  number ing ,  b lo c k
for all programmers .

Price 1:9_95
delete, r e- number ing A l s o  3  k ey s

for y ou to  program.
Price E24.95

GAMES UTILITIES
GAMESTAR 0/SYSTEMS ACTION c a r t  66.95
STAR LEAGUE 13.13 d isk 2 3 . 0 0 MAC/65(0S/  A-) d i s k  57 .95
INFOCOM BASIC XL c a r t  66.95
ZORK 1 d i s k  2 4 . 9 5 MMG
ZORK 2 d i s k  2 4 _ 9 5 BASIC DEBUGGER d i s k  25 .95
ZORK 3 d i s k  2 7  95 BASIC COMMA NDE R d i s k  25 .95
LIAMASOFT MAIL LIST d i s k  34.95
GRIDRUNNER c a s s  7 . 5 0 TA ON IX
MICROPROSE S.A M d i s k  41.95
SPITFIRE ACE c a s s  8 . 9 5 P.M. A NIMA TOR d i s k  25 .95
SPITFIRE ACE d i s k  1 1 , 9 5 TELETARI d i s k  27 .95
SOLO FL IGHT c a s s  1 2 . 9 5 PENGUIN
SOLO FLIGHT d i s k  1 2 _ 9 5 GRAPHICS MA G d i s k  4 4 .

7 5

ACTIVISION
Rom Cass. Disk

Ghostbusters - 1099 1
4 
9
9

Decathlon 1499 999
Space Shuttle 1499 999
Pitfall I I 14 99 999

MICROPROSE
Nato Commander - 13 45 1145
F-15 Strike Lagl e - 12 55 12 55

S S . ' .
Com bat Leader - 1495 1495
50 Mission Crush - 3295
Batt l e  of  S hi l oh - 3295
War in Russia -

BIG F IVE
M  I l i e f  2 0 4 9 e r 1795

EPYX
Sum m er  G am es 2995

The PROTECT
The PRO T ECT  a llows  y ou t o
write to both s ides of any disk.
W r i t e  p r o t e c t  w i t h o u t
LABEL'S. N o  mor e  c ut t ing o f
notches that cause disk errors.
Just p lu g s  in .  N o  s older ing,
takes o n ly  a  f e w  minu tes  t o

Price E9.95

GAMES
ADVENTURE INTERNATIONAL

The HUL K c a s s  8 _ 7 5
The HULK d i s k  1 3 .2 5
BRODERBUND
DROL d i s k  24 ,95
LODE RUNNER d i s k  24 .95
-SPARE CHA NGE  d i s k  24 .95
CAL ISTO
WARLOCK
WARLOCK
CHANNEL 8
GOLDEN BATON

cass 13 .25
disk 1 3 .2 5

cass 8  95

N E W

MR C O O L  -  Be ready  f or  a
riew addiction th a t  w i l l  b e
going around soon -
M r .  C o o l -mania t h i s  challenging new
g a me  w i l l  h a v e  p e o p l e
dodging fi reballs  and springs
in t he i r  s leep.  A  fas tmovmg.
smoothly  animated game that
will keep you busy for hours

SOFTWARE
SPECIALIST

OILS WELL -  A n  addic tongly
fun a r c a d e  g a m e  t h a t  w i l l
gobble its  way  t o y our heart
Drill underground t o  fi nd 011
deposits wh i l e  av oid ing t h e
nas ty  c r e a t u r e s  t h a t  c a n
destroy your oil pipe Mul t ip le
screens and changing levels of
d i f fi c u l t y
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ALL THE LATEST AMERICAN TITLES NOW IN STOCK. 100'S OF TITLES
TO CHOOSE FROM. WRITE O R TELEPHONE FOR A  FREE
CATALOGUE NOW. NO OBLIGATION. IF YOU HAVE TROUBLE
FINDING A TITLE THEN DON'T HESITATE TO CALL US WE
KNOW THE ATARI BEST
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John J. Smith, winner of last year's Readers Poll begins a
new series with this issue looking at the wider aspects of
computing.

SPEECH T H E  FINAL FRONTIER?

User-friendly is a term being thrown around at the moment to
describe how easy computers are to use but that is not how I
interpret this phrase. Imagine crawling out of your bed in the
morning and hearing a warm affectionate voice say "Good
morning. Did you sleep well? The kettle has boiled and the tea is
ready. I await your instructions
-
. L a t e r  
w h e n  
y o u  
s i t  
d o w n  
a t  
t h e

keyboard instead of the word READY a warm male or female
voice (your choice) says "What are we going to do today'? Before
we start I must tell you that the office called to say that machine
number 27 is on the blink again. I have informed the repair man
and he should be there just after lunch
-
. T h e  c o m p u t e r  
w o u l d  
t h e n

stay quiet whilst you got on with your writing or programming
unless you asked it a question and wanted a verbal reply. Now
that's what I call User-friendly!

You may think that the above example is far fetched but speech
synthesis has come a long way over the past 5 years and although
they still have some way to go there are now devices available
which are quite intelligible provided they are programmed
properly.

In 1978 I did some manual searching of library material for
information on speech synthesis and speech recognition (although I
have never been involved in the hardware for this purpose) and
PAGE 6 readers may be interested to know that the earliest
reference I could find was dated 1952 in the Journal of Accoustic
Society of America Vol.24. However I understand that North
Staffordshire Polytechnic did a study in 1973 and that references
have been found on speech synthesis dating back to 1779(!) but
these must have been mechanical and are therefore hardly
relevant today. Nevertheless it is interesting that even with today's
technology it is still not perfected. It  seemed at the time I was
looking into this, and is probably still true today, that more material
was available on speech synthesis t ha t  is to get a computer to
speak • than on speech recognition -  getting a computer to
understand.

One interesting item was the work being carried out by Sperry
Gyroscope Inc. in the US A They had apparently built a device
called SCEVIRON which stands for Spectral Comparative Pattern
Recogniser. Other companies were working on this project as well
for the U.S. Navy and surprisingly the device was used to try and
understand the 'speech' of Dolphins. An article can be found on
this in Radio Electronics magazine (USA)  April 1964

RCA and others were working on a mechanical interface to
change speech into a typewritten message in 1962 and Japan
were working on a transistorised multilingual speech to typewriter
message system also in 1962. In 1963 the reverse - written
messages to speech - was being worked on.

People have studied and experimented for many years to make
machines that talk but it is only with the advent of the computer
and in particular the large scale intergrated circuit that speech
synthesis has been available to the home user in a reasonable size
40 PAGE ti ksue 15
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package and at reasonable cost
Texas Instruments took the rest of the industry by surprise when

it brought out a toy called Speak & Spell and although it appeared
to be an expensive toy at the time (was it really 7 years ago?) it was a
miracle of modem technology. Several people who were already
into computing as a hobby bought one only to discover that Texas
would not provide any information on the chips nor would they sell
them on their own. Personally I think that was a big mistake as,
given the ingenuity of some hobbyists. I feel that this subject could
have advanced even quicker.

FURTHER AHEAD

For many years I have been spiying that one day it would be
possible to dial up anything that can be read, watched or listened
to. If you can now download a piece of software or a news item (via
Teletext) it will not be long before you can get a print of that book
you wanted or that pop tune or the latest film, all by dialling a
phone number and downloading it. Now I am not talking about
recording the data on disk or tape or any other mechanical device
which must be subject to wear and tear but direct into computer
memory. Before long, with the cost per bit of memory coming
down as they pack more and more into each chip. I think we shall
see incredible amounts of non-volatile memory being used in our
computers and peripherals. We may gasp at hearing that the latest
micro has half a megabyte of RAM but as we get used to more RAM
remember that Operating Systems get more sophisticated with
68k Operating Systems now becoming commonplace. If we want
instant recall of what we want when we want it. then tens of
thousands of megabytes are going to be needed and probably
several dedicated 32- bit chips processing in parallel. Looking even
further ahead a data highway could be built into new houses
controlling all our needs from straight information retrieval to
adjusting the central heating to automatically adjusting the light
coming through the window with some kind of electrcp-lumines-
cent material that would compensate for lack of natural light and
maintain a constant room light - with a manual overide of course!
Main services such as gas, water, electricity, phone and data
charge would be read by remote computer accessing each of our
systems and billing us accordingly from a credit account

GOVERNMENT CONTROL?

As time goes by I believe our computers will not only get smarter
but because of the sheer numbers involved and the possibility of
unlimited access to information they will become difficult to
control Sooner or later someone will decide that each computer
will have its own built in identification code put there by the
manufacturer so that when it goes on line, the Department of
DATA will have a source of income. Lets face it if people gave up
smoking and bought electric vehicles, revenue would have to
come from somewhere! I hasten to add that I am not recommending
this as a course of action!

I think that computing today is as exciting now as in the
beginning but there is still a lot more to come. •



A.S.Wootton Et Sons,
11 6. Edleston Road
Crewe,
CW2 7 HD
Tel: 0270  21 41 18
Nothing b u t  A t a r i
Authorised Service Cen-
tre w i th  fast turnaround
of all repairs. The usual
range plus printers, joys-
tick inserts, extension
leads at very good prices.
Try u s  f o r  repairs o r
purchases.

Channel O ne Computer
Systems Ltd,
1 74, High Street,
Hornchurch,
Essex
Tel: Hornchurch (04024)
3561 3
We have a large range of
software plus hardware,
printers e t c .  A  g o o d
selection o f  American
software including t h e
more unusual  such a s
Compilers, E d i t o r s ,
Assemblers e tc. A l l  fo r
Atari.

Fox's Computer Centre,
38/40 Upper Parlidment
Street.
Nottingham
Tel: 0 6 0 2  4 1 4 0 5 0  o r
411556
We have the widest range
of US and U. K. hardware.
software. books. magazines
and accessories in the area.
Latest products. best prices.
Send s.a.e. for latest 'sale
bin' lists.

GOTO DIRECTORY
The GOTO DIRECTORY is a  guide to  retailers who

provide product support fo r  Atari  Ma n y o f  these
retailers wil l  supply Mail Order so i f you have trouble
finding a supplier, turn to the GOTO DIRECTORY

Retailers who are interested in an entry in this feature
are invited to contact the Editor on 0785 41153.

Norman Audio Ltd,
51, Fishergate,
Preston,
Lams
Tel. 0772 53057
Authorised Atari  Service
Centre, Dealers i n  Atari
products s i n c e  1 9 7 8 .
Competitive prices a n d
full after-sales back up.
Personal service o r Mai l
Order

Micro byte,
71, Seaview Road,
Liscard,
Wallasey.
Merseyside, L45 4 0 W
Tel 051 6 3 0  6933

Tired of high prices, poor
service a n d  h i d d e n
charges from other Mail
Order retailers? Try us for
the latest titles and 1.1S
mags. Visit or call anytime
up to 7pm,

LIVERPOOL
THE FOOTBALL MANAGER GAME FOR THE

48K ATARI (inc. XL) FEATURING
The full first division programme, together

with all F.A.Cup, Milk  Cup, and European Cup
games

Varying skill and stamina levels, scouts reports.
Injuries, team and tactics selection, full league
table, managerial rating and save game facility.

Available on CASSETTE ONLY at £9.45 from
D.Corbishley, 212, Walmersley Old Road,

Bury, BL9 6SA

PEATS ELECTRONICS.
25, Parnell Street,
Dublin 1,
Ireland
Tel: (00)01 749972/3/4
We stock a  ful l  range o f
Hardware. Software, Inter-
faces. Printers and acces-
sories The fullest support
for Atari in  Ireland. Mai l
Order throughout the U K

Jennings Stores,
248, Hertford Road,
(Nr_ Green Street),
Enfield,
Middx,
Tel. 01 8 0 4  1 767
Very l a r g e  r a n g e  o f
English a n d  American
software available as well
as the very latest in hard-
ware.

York Computer Centre
7, Stonegate Arcade,
York
Tel: 0904 641 862
Top A m e r i c a n  a n d
English software -  over
1000 ti t l es! Hardware,
books, m a g a z i n e s ,
accessories. I f  you need
anything fo r  your Ata r i
try Yorkshire 's w i d e s t
and most comprehensive
range of products for your
machine.

SOFTWARE EXPRESS
31, Stoneyhurst Road,
Erdington,
Birmingham, B24 8HA
Tel: 021 384 5080

We are a company dedic-
ated to supplying ALL your
Atari needs. which also
includes a  PERSONAL
IMPORT SERVICE and an
out of warranty repair ser-
vice. For sales and service
phone 021 384 5080.

Radford Hi-Fi Ltd,
52, Gloucester Road,
Bristol,
Avon
Tel:0272 428247
We stock and suport a
comprehensive range o f
products for Atari  Huge
range o f  software from
educational t o  s m a l l
business (plus games o f
course). Wo r d  process-
ing packages. Printers.
All f o r  t h e  b e s t
computer!

Trionic,
144, Station Road,
Harrow,
Middx HAI 2RH
Tel:01 861 0 0 3 6
Software, pe r i phe ra l s ,
books and magazines. A
comprehensive range for
Atari Try our late night
shopping. Open 10 a. m to
8 p m. Monday to Satur-
day. Give us a call or pay
us a visit,

*  COMPUTE-A-WIN *
USE YOUR ATARI I 6K/ 48K TO SELECT WINNERS

ALL YLAR RO UND
2 COMPLETE PROGRAMS FOR T1-11 PRI CE OF I

Side A - FLAT RACING
SIDE B N / H U N T  RACING

Each program covers all tracks in England & Scotland.
Lach self contained program allows choice of

I. Q UI CK selection - using any daily newspaper
(no racing knowledge required)

2. SPECI ALI ST selection - using information given in a pop-
ular 'Racing paper  e.g. past form weight carried, draw advan•
tage. trainer / jockey ratings, speed ratings etc.. etc.

horn: L O W M A C  SOFTWARE
4 CRO WLE Y  G ARDENS

BLAYDO N-O N-TYNE NE21 SEJ

CASSETTE ONLY
E6.95
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BACK ISSUES

400/800/600XL/800XL E2.95
410 Old Style Cassette* E1.95
410 New Style Cassette E1.95
1010 Cassette E 1 _95
810/1050 Disk Drive E2.95
1020/1027 Printers E3.95

Issue 7

THEY ARE GOING FAST!

Slots
Seasons Greetings
Grubs
Going for a Drive
BUGS
Atari Basic Sourcebook
Your  Own Bulletin Board
First Steps
Largeprint

Issue

Hungry Horns
Another  Brick in the Wall
Fine Scrolling
Understanding Strings
Player Missile Graphics 2
Text Draw
MiniDos
Adventure

and lots more!

Issue 11

Grid
Landst ape
Flags
Colourflow
Player Missile Graphics
What is USR
Reset Routines
Varsort 1

plus the regular columns.

Issue 13

Flight of the Swan
Camelot
Bomb Escape
Bull Ants
Music Maker
1020 Printer Handler
PMG in machine code
Music reviews
Adventure column....

Issue 8

Wildwest
Demo 21
Sonar Search
Player Missile Graphics
Graphics 8 Text
Using X10 FILL
The Hardware Facts
Return Key Mode
Make Your 410 Work!

Issue 10 • Adventure Special

Adventureland
Scott Adams Interview
Atari Adventures
When All Else Fails
House of Secrets
Diamonds
Spinner
Screen Color
_plus the usual features

Issue 12 '

Rescue Mission
Gangsters
Varsort 2
Renumber
Indus GT Review
Bookmarks
13-1•Y Disk Box
Hardware Facts
—plus the regular columns

Issue 14

Counteraction
Supply Blaster
Crossword Creator
TYPO II
Access
Rainbow Start
The Golden Baton
First Steps A-Z of Basic

••• THE  FULL COLOUR EDITION! " •

ISSUE 13 REPRINTED!!
IF YOU MISSED IT - ORDER IT NOW.

Issues 1,2,3,4,5,6 SOLD OUT
Issues 7 - 8 E L M  inc. postage
Issue 9 onwards 0 . 2 0  inc. postage
Overseas readers please see page 3

PAGE 6 BINDERS
with FREE index'

NOW AVAILABLE! Superb binders to keep all
your copies of PAGE 6 in mint condition. Each
binder holds 12 issues securely and safely. For a
limited period each binder will come with a
comprehensive index to the first 12 issues of
PAGE 6  completely FREE! Turn your PAGE 6
magazines i n t o  a  pe r m a ne nt  re ference
collection.

Binders 0 .9 5  EACH plus 30p p&p each.

DUST COVERS
Don't risk a breakdown of your precious equipment
through dust and dirt or spilt coffee! Protect all of your
equipment with a custom made dust cover. Natural
PVC with a brown trim - easily folded away when your
equipment is in use. Easily fitted with all peripherals.
joysticks etc. in place,

• old style does not have a pause button.

Also for all popular printers (normally E3.95 for small/
medium size and £4.95 for large printer1

DISK/CASSETTE CARDS

Keep track of your
programs easily and
tidily.

Disk insert cards.
Pack of 25.
Cassette inlay cards.
Pack of 25.

E L M  each pack inc. postage.

THE PAGE 6 LIBRARY
Available to subscribers only, the PAGE 6 LIBRARY
is a fine collection of Public Domain programs from
around the world. Hundreds of user-written programs
(including machine-code) at very little cost. Available
on disk only. Send a stamped addressed if you have
not had current details.

ORDER ALL ITEMS ON THIS PAGE FROM
PAGE 6 MAGAZINE

P.O.BOX 54,
STAFFORD
ST16 1 DR

Please make cheques payable to PAGE 6.
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THE SOFTWARE REVIEWS
COHEN'S TOWERS

COHEN'S TOWERS is  a  pretty
obscure sort of game in the sense that
precious few people seem to have heard
of it which is a great pity because it is an
original and highly addictive game with
great graphics and even better sound.

In the actual game you play the part of
the Boss's nephew, Allen, who is starting
out in his new job as a mailboy. The
game begins with a novel opening sequ-
ence involving a telex type message from
the Boss. After that, it's on with the job.

The screenplay is a view of a block of
flats split down the centre. Allen has to
collect the many parcels one at a time
from the various levels and deposit them
in any of the three available 'mail drops'.
Lifts are used to move up and down
between the levels but jumping on and
off the lifts is a fairly critical operation and
requires a great deal of practice in order
to time it just right One false move and
Allen plunges to his doom, forfeiting one
of -
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individual lift for too long he is in danger
of being knocked off by falling plant
pots.!

Allen is hampered in his work by pesky
dogs who persue him relentlessly on
most of the levels. He can either jump
over them or jump onto a lift in a bid to
escape. At certain stages in the game
young girl and a sleepwalker will appear.
Alien must touch them before they
disappear inside the doors on their
respective levels or he forfeits a life. The
sleepwalker, incidentally, is a scream. He
looks like something straight from the set
of Hammer's House of Horrors! Different
tunes accompany all the various unusual
occurences and they are of excellent
standard.

Once Allen has deposited all the
parcels in the mail drops, the Boss shows
up and leads him off to the next building
where the whole thing begins again, only
much harder.

COHENS TOWERS is an excellent
little game that I can highly recommend

131W4106

Jim has been awarded an Atari
ROM cartridge for his reviews,
What about sending in  your
reviews?

MR ROBOT AND HIS ROBOT
FACTORY

Big Five's Miner 2049er spawned a whole new generation of jumping and
climbing games_ MR ROBOT is a variation of the basic theme but it is so much
more than just another jumping and climbing game. Quite simply, it is the best
game of this type currently available for the Atari.

The complete software package is really two different games in one. MR
ROBOT being the main game whilst the ROBOT FACTORY is an added bonus
In the main game, you control Mr Robot and the idea is to collect all the power
pills in order to advance onto the next level. You are hampered by nasty
'alienfire which patrol the various platforms. You can jump over them or
.alternatively, collect an energiser which immediately shrouds Mr Robot with
force-field, enabling him to dispose of the alienfire merely by touching them
Predictably, the force-field effect lasts only for a limited amount of time.

There are 22 levels of play, each level completely different from the previous
one. You will encounter various modes of transport such as ladders, tread-mills.
escalators, poles to slide down. bombs to walk over and explode, trampolines.
transporters, magnets to enable you to jump over large gaps and much, much
more.

The graphics are superb and DLrs have been used to create some interesting
rainbow colour effects, With 22 different levels of play, the game is a constant
challenge and you will not tire of it easily. MR ROBOT has more variety than
Miner 2049er. superior graphics, colour and sound and is an all round better
game. I certainly rate it in my top 5 'all-time' Atari games,

The ROBOT FACTORY is virtually a game in itself, It allows you to create up
to 26 different screens and save them to disk in order to produce your very own
k.rercion of MR ROBOT. The possibilities are endless.

THREE FROM DATAMOST
ALL 48k DISK ONLY

Reviewed by Jim Short

MONSTER SMASH
This serves to prove that simple games

are generally the most addictive. You are
in charge of a grid that is being invaded
from two different sides of the screen by
mischievous monsters. You must entice
them into the grid by opening various
doors and quickly trap them by closing
the doors behind them. Then you must
smash them to pulp with your pulver-
isers! The doors are controlled by the
joystick and the pulverisers by either the
joystick or the fire button depending on
whether you wish to operate the left or
right sets of pulverisers or both. Each
monster you smash earns you a certain
number of points with high points being
awarded for  smashing multiple mon-
sters. Any  monster that manages to
escape off the screen is counted against
you. When a total of 10 monsters have
escaped the game is over.

At certain points during the game,
• !mending on your current score. the

play pauses momentarily before advan-
cing onto the next level. Also your
'escapees' total is reset to zero. In the
higher levels the monsters become much
more tricky as play speeds up consider-
ably. Visitors (humans) are introduced to
the game and you must allow them to
pass safely through the grid whilst you
are still busy smashing the monsters, If
you accidentally smash 3 visitors the
game is over, however you score large
bonus points for allowing a visitor to pass
safely through the grid. A  High Score
table is incorporated in the game for all
those who like to see their name in
lights.

The outs tanding t h i n g  a b o u t
MONSTER SMASH is the opening title
tune. It is, without any shadow of doubt.
the best musical score rye ever heard in
computer game. It is almost worth pui
chasing the game just to listen to the
music Yes, it is that good'

PAGE 6 - 1 5  4 3



Uti l i ty

AUTOCAR
An Analysis utility
for your Petrol and Oil consumption

Formatting data for screen display is a very powerful
feature of Atari basic. It is well known that the tab stops on
the screen can be changed and reset from within a string.
Apart from formatted display. formatted input can be
produced in the same way. By far the easier method o f
changing tab stops is by the use of strings. Once the strings
are set up, they need only be printed to the screen to
produce the desired results. There is one other method,
which is to  poke in  directly the values required. This
technique is used in the main program presented here. The
decimal locations b75 to 689 control all the tab locations on
the screen display. The screen is 40 columns across and
each o f the above locations controls eight bits or eight
potential tabs on it. The reason there are so many locations
is that they control one logical line, or three screen lines. To
change the tabs for display, only the first five locations need
be changed. To cancel all tabs a zero Is into poked each
location. If a zero is poked into 675 then there would be no
tab in the first eight columns (00000000). If the same was
done with location 676 then the first two bytes or 16 bits or
16 screen columns would look like this, 0000000000000000.
This means :

Location 675 controls columns 0 to 7
Location 676 controls columns 8 to 15
Location 677 controls columns 16 to 23
Location 678 controls columns 24 to 31
Location 679 controls columns 32 to 39

by Peter Franey

If you wish to place a tab stop in column 25 then you must
use location 678. However there is a problem. supposing
you want to set tab stops at columns 25, 27 and 30, how do
you do it ? The answer is that the eight tab stops covered by
each location is really a  binary number. The  decimal
equivalent must be poked into that location. If we wish to
have tab stops at columns 25. 27 and 30. the eight bits or
single byte covered by 678 should look like this. 01010010.
There is a one at each tab position. We need to poke the
decimal equivalent into location 678. In this case the value
that must be poked into 678 is 82. To reset the default tabs
press system reset The tab stops should not be confused
with PTABW location 201, which controls- the distance
between print statements using commas. Once the tab
44 P A G E  6 - Issue 15
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positions are set the cursor can be moved to each position
by pressing the [TAB] key.

It is not the purpose of this article to delve into conversion
of binary to decimal, but before I continue with details of the
program I will say that a good conversion utility (BINARY-
HEX- DECIMAL) can be found in Mapping the Atari, a
Compute! publication.

PLANNING THE PROGRAM

Before starting any programming project such as this it is
very important to have a clear objective in mind. Even
before the planning starts there must be a clear idea of what
is to be achieved and if possible how. Only then can any
program begin to take shape in the mind. This is particularly
important if you do not want things to come to a sudden
halt, when the ideas run out, or the results do not turn out as
expected.

The first thing to do is to ask yourself a series of questions.
They usually begin with, "What do I want the program to
do". In the case of Autocar this was easy but "What is the
best way of analysing your car's petrol consumption" was a
little harder. Further questions come to mind like "How
much does the tank hold
- a n d  
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the tank too low." These questions are relevant because you
need to know how much fuel is used. Happily there is a
simpler answer to all this confusion.

When you next fill up with petrol, and I mean FILL UP or
the system will not work Make a  note o f the DATE,
QUANTITY, PRICE and clock mileage. Enter the data into
the program. When you next decide to visit a petrol station
make a note of the details again and ENSURE that the tank
is filled. The amount now replaced in the tank is totally
representative of the mileage covered. Continue with this
until a  number o f data entries have been made. The
program win show clear differences between the consump-
tion for town work, medium distances, and motorway long
hauls. There are still inaccuracies using this method but, over
a period of time, the true facts will emerge.

If when buying petrol you do not fill the tank, then save
the details and add them together before entering them into
the program, with the clock mileage at the time of the last fill
Lip. REMEMBER before using this addition method, you
must have completely filled the petrol tank at the point at
which you decide to enter the details, otherwise the results
will be meaningless.



SUMMARY OF THE PROGRAM FUNCTIONS

There are two program listings for Autocar. The main
listing is here and the second listing covering the graph
functions will appear next issue. The programs enable the
user to enter the clock mileage, the date. the quantity in
gallons, o r  pints. and the cost The programs will then
analyse costs and consuption, in figures or graphical form.
The graph option has been disabled in this first listing but
the program can be used as it stands.

The program features ANALYSIS BETWEEN ANY
TWO DATES and ANALYSIS OF ALL DATA The
average values a re  given f o r  MIL ES/GAL L ON  o r
MILES/PINT and PRICE/GALLON or PRICE/PINT.
Totals are given for MILES COVERED, GALLONS OR
PINTS CONSUMED and COSTS.

PROGRAM OPERATION

Anyone who is only interested in entering the program.
and using it. should first read the PLANNING section, in
order to  obtain practical information o n  the  use o f
A utocar

LENTERING DATA

GETTING STARTED

The listing in this issue is the main program. Type it in
carefully, using TYPO ll if you have a copy, and save the
program to disk using SAVE"DrCAR
-
. B e f o r e  
r u n n i n g

the program delete line number 200. Run the program.
The main menu will now appear. The program will not allow
any selection to be made. from this menu, until Oil '0 ' is
pressed, or Petrol 'P is pressed. The main menu will now
display the selection made at the top of the screen.

Creating the disk data file: Select option '7' from the
main menu. The computer will now save a data file to disk.
The data for both Oil and Petrol are saved together in the
same file. Re -  enter line number 200. o r  re-load the
program from disk

Every time the program is now run, all data previously
saved by it will be automatically loaded, before the main
menu appears.

USING THE PROGRAM

Data is entered and saved using the program in this issue.
The graphics program to be published next issue will chart
the data entered from program one. Both programs will be
chained together on the disk drive. Each program runs the
other. It is therefore important that the correct filenames are
used for each, when saving them to disk. Listing one should
be saved using SAVE"D:CAR', while SAVE"D:GRAPH"
should be used when you add the GRAPH listing.

When this option is selected the next screen will ask for
'E
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the program to the main menu. If data entry was selected
the screen will go blank for some seconds and the next
screen will show a formatted data entry including ENTRY

No., DATE, MILES, GALLONS (or PINTS) and PRICE. The
entry number will already be displayed at the far left of the
screen. Make the entries in each field in the format shown
above each field title. After each entry press the 'TAB' key.
The cursor will now jump to the next field. Continue this
process until the last field is reached. After the entry in the
last field, do not press the 'TAB' key. press'RETURN'. At the
bottom of the screen the option to add more data 'A' or to
exit'E' will be given. Exit will return the program to the main
menu. If the add option is chosen the cursor will update the
available memory at the top of the screen, and return to
directly under the previous entry, where the process may be
repeated. The new entry number will also be displayed.
When the screen is filled with data entries, the program will
clear the screen and give the option to exit, or make further
entries.

2_ DELETE DATA

This routine asks for a simple date entry in the format of
MMDDYY. as displayed on the screen. Enter the date and
press RETURN. If the entry is not found the program will
ring the bell, and the option to re-enter the date or to exit,
will be given. If the date entered here is found the data will
appear instantly. A machine language subroutine is used in
the program to provide such a fast response. When the
entry is found the choice to continue search, exit or re-enter
the date will be given. The  continue search option is
provided on the slim chance that two dates which are the
same may be in the records. This could happen if a long
journey is involved:
. o r  t h e  
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the first place. If delete data has been chosen (SELECT) the
program will display. 'ERASING DATA PLEASE WAIT.
After deleting the data, if it occurs in the middle of the file, a
gap will now exist. The program will now take a few more
seconds to close this gap (CONCATENATE THE FILE). If
the entry which was deleted was in in the middle of the file
and it is necessary to replace it in a similar position, OPTION
6, the insert data routine must be used from the main menu.
(SEE 6.. INSERT/DELETE ALL DATA).

3.. VIEW DATA

This part of the program is a series of routines, to display
the data entries to screen. Among the options are; STEP
THROUGH DATA SINGLE DATA SEARCH and DATE
RANGE OF DATA

Step through data:, This routine will display all data to the
screen.

Single data search: This selection will require a single
date entry. 'END OF SEARCH PRESS ANY KEY'. will
appear. If the entry was found, it will appear instantly. If not,
then nothing will be displayed.

Date range of data: The purpose of this option is for the
user to enter a range of dates, between which the program
will display all data. (DATE1 &  DATE2). The dates which
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are entered for these may be dates which are not actually in
the records. The program will still display all data entries
between them

4„PRINT DATA

This option will print all data in the memory to the printer.
SEE PRINTER SUPPORT, for more information.

5-SPECIAL CALCULATIONS

Among the options given in this set of routines are ALL
TOTALS AND AVERAGES, GRAPHICAL ANALYSIS,
and COST ANALYSIS.

Al l  Tota ls and  Averages: This routine can, i f  used
correctly, be the most useful in the whole program. The
program prompts the user to enter two dates. The first date
must be earlier than the second. I f  RETURN is pressed
without entering anything for either prompt, the program
will default to analysing all the data entries in the memory.
The instructions for using this routine are clearly shown on
the screen. Whatever combination i s  used, the  dates
entered, must be dates actually in the records, o r  the
program will again default to analysing all data. If the results
are unexpected, check your dates by using option 3 from
the main menu, VIEW DATA or, i f you have a printer,
option 4 PRINT ALL DATA

The first choice is to press RETURN for the first date, and
enter the second. The program will then analyse all data up
to that date. Choice two is the reverse, enter date one, and
press RETURN for the second date. The program will then
analyse all data from the date entered, up to the last entry. If
both dates are entered then the program will analyse any
entries between them. Al l  results may be sent to  the
printer_

Graphical Analysis: I f  2 is pressed. the computer will
load, and run the graphing program (to be published next
issue).

Cost analysis: Before selecting this part of the program.
whether for oil or petrol. ensure that more than one data
entry is in the program, or the display will be blank

The program will analyse the data between each Pair of
entries, giving the dates, (datel to  date2,date2 to date3),
the mileage between them, the corresponding consump-
tion in MILES/GALLON or MILES/PINT and the COST/
GALLON or COST/PINT. These last two items are shown
in graphical form if GRAPHICAL ANALYSIS is chosen_

All results may be sent to the printer.

6„INSERT/DELETE ALL DATA

When data is entered into the program using option one,
it is not sorted into date order. The enter data routine
assumes that each successive date is later than the first. The
insert routine presented here will insert data between
existing entries_ This will be carried out according to date
and mileage. It must follow that if a date entry neatly fits in
chronological order, between two existing entries, the clock
mileage must also fit in at the same point. However for long
l b  P A G E  b • Issuc 15

journeys, the petrol tank could be filled up twice on the
same day. This will also be taken into account 11 the
program will not accept any entry in which the date is later,
insert the new entry with reference to the mileage. The
program will not except any entry in which the date is later,
or the mileage greater, than the last entry. The last entry will
be displayed.

One further point should be made about this routine, and
that is that the greater the number of entries, the longer this
process will take.

Delete all Data: The purpose of this routine is that once
the memory is full, all the records may be cleared to start
again.

7_SAVE DATA TO DISK

This option is used to save oil and petrol records to disk It
should be used after any new data entries are made. I
recommend that you keep at Least one backup copy of your
data file on another disk.

B_LOAD DATA FROM DISK

This part of the program may be used to re-load a data file
from disk It may also be used to load different data files, for
example. for another vehicle. When a different data file is
loaded, any previous file will be erased.

All printer output is tailored to  forty columns. The
program supports outi)' ut to  an 80 column dot matrix
printer. As presented the code is designed for forty column
DOUBLE WIDTH output for the Epson type of printer. If
you have a  dot matrix printer and the codes are not
compatible with the Epson, then you will have to change
lines 6000 and 7400 in the program to the appropriate
codes for your printer. If your printer is not dot matrix then
alter lines 6000 and 7400 to TRAP 9000 only.

LI NE BY LINE

3 - 200
500 - 770

780 - 1330
1340 - 1420

1425 - 1508

1510 - 1640
1650 • 1800

1810 - 1970
1980 - 2170
3000 - 3140

3142 - 3258

3265 - 3350
4000 - 4030
5000 • 5020
5030 - 5060
6000 • 6130
7000 - 7340
20000 - 20150

PRINTER SUPPORT

I NTI ALI SATI ON
MAIN M E N U  &  SELECTI ON
ROUTI NES
ENTER DATA ROUTINE
VI EW DATA MENU &
SELECTION
SINGLE STEP THROUGH
DATA
SINGLE DATA SEARCH
DELETE DATA ENTRY
ROUTI NE
DELETE DATA ROUTINE
RANGE OF DATA ROUTI NE
SPECIAL CALCULATI ONS
MENU
CALCULATI ON OF TOTALS &
AVERAGES
DI SPLAY RESULTS
STRING SEARCH ROUTI NE
SAVE DATA ROUTINE
LOAD DATA ROUTI NE
PRINTER ROUTI NE
COST ANALYSIS
DATA FOR STRI NG SEARCH
ROUTI NE •



EH 0 0EN ****************44********fmoviN
PC 1 REM *  O N T O C A R
FO 2 REM *  6 9  PETER FRANEY 1
IN 3 PEN 1 PAGE 6 MAGEINE -  ENGLAND *
EL 4 REM 11114******04144040040414H-morfom
FN 5 08:1:01=1:12:2:04=4:06:6:088:41=5:0

W11:011=7:112:1:114=12:015:13:017:15
:011=16:011=17:028:1881:121:3889

RC 6 •22:5901:021:1811:024=1:027=27:072
8:138:5818:011:21:133:4119:014:34:035=
2035:037:4021841:48:041:41:058:50

51 7 861=0:851=51:052=52:057:57:165=65:0
71:6878:171:71:082=12:011=11:1198:118:
0151=3158:0288:298:1297:287

IL 8 027133271:8381:1181:4381=6199:0318=
1 3 1 1 : 1 3 4 0 : 1 3 4 1 : 0 4 3 8
1
1 4 3 8 : 8 5 8 8 : 5 1 0 : 0 5 1 1
:1519:0572:522:0559:1559:4551=551

GS 0658=1654:0614:1164:0675675:1676=67
6:1677:677:0671:671:0701:711:1718=718;
0712:712:4752:752:0711:718:1180:11110

11 11 E:11:8PEN 101,114,00,"E:":P0KE 082,0
I : NM: F: 82943 f  W M 6 6 4 ) 0 1 0 4  'NEN
GOSH 28844

10 12 OPEN 1024,04,11,"5:"
01 15 DIM DATEPS(161f),DATEOS(06ff),4(f)

,6P(F),PP1f1,18(f),P2(f),P0(f),NST06),
5S(061f),P$1491

111 21 DIN ENTS(027),TITLES(25),WIS(06),1U
15101841,165(01)

IP 14 DATEOS(011:" ":14TE0$(0611F)=" ":14T
EIS(02):D0TEOS:DATEPS:DATEOS

(V 18O FOR I :01 TO F:MP(I):19:64131:00:PP
(1):01:MO(I)=44:P2(1):10:PO(I):08:1EXT

TO 210 GOSUB 5018
61 514 614PNIC5 08:P0KE 1711,76:POKE 8712

,21:POIE 0781,01:P0KE 0752,01:POKE 055
1,08

11 518 POSITION 18,01:?
E M E M 1 i 1 M . 1 = ° : P o 5 i l i o m  ore
, 02:
1NY 521 POSITION 01,04:? '

-
' 4 E 1 : 1 1 1 1 2 3IL 522 POSITION 08, 01:
1 " C O W E N '  
M O D E :  
" ;

:I f  1=01 THEN ?
4V 526 I f  11=82 THEN ? " E RE ]
I I  528 I F 1=09 THEN 1 " I n g k l U n "
ON 521 POSITION 10,06:?

FE
1F
I
C

ZO 531 POSITION 18, 011:
1 . 1 1 1ENTER DATA I I "
VC US  POSITION 00, 08:
1 1 1  2  
0

ELITE DATA
PJ 544 POSIII I1 01,012:? 1
0  I  . . . . .VIEW DATA l i r

.IF 545 POSITION 48,011:/  " .  4
PRINT DATA

PU sso POSITION 01, 110 1 1  5
PECIAL CALCULATIONS l i p .

16 564 POSIIION 00, 014:
1 1 0  6INSERT/DELETE ALL DATA I F
VI 570 POSITION 08, 015/  "111 7

SAVE DATA TO DISK 1 , "
LJ 580 POSITION 041,140 '111 8  1

OAD DATA FROM DISK l i r .
01 585 POSITION 08,017:/  1 .  1

R11111 TO BASIC V '
UD 510 POSIIION 00, 018:
1

W 684 POSITION 01,01/ :?

D A T
A

EtC1' e
l L  
A
'  
4  
W  
T  
0

':POKE 0551,0
34

fE 794 GOSUB OW
111 718 I F 1:471 THEN 1:01:GOTO 0522
SN 728 I f  i r so THEN 1=12:6110 0522
NI n o  I f  1=88 INEN 111":601O 1589
11 740 I f  10041 AND 10051 AND 10051 AN

10052 AND NO53 AND N054 AND NO55
AND 1056 AND 1<)057 TWIN 788

IN 758 I F 1=157 THEN PONE 412,02:POKE 11,
31:6RAPHICS 11 :10

NK 771 1 = 1
-
1 1 4 8 : 0 1  
1  
G I S
H  
0 7 1 1
,
0 6 5 9
,
1 1 1 4
,

7488,021,8888,422,038:6410 0590
SD 788 GRAPNICS 04:PONE 0718,41:P01E 0712

,16:POKE 0741,01:PO5ITION 14,14:PWE 0
752,01

AD 712 I f  1=02 THEN 1
I N V V V I I I B M V = "

SA 784 I f  1=01 THEN • = 1 1 1 1 E I K E I
I N E M EM E E l l = "

DX 718 POSITION 041,02:/ ' E 4 E 1 1 1 .
V I V E I N I V I M 1 1 . = "

AO 891 605UB 029:I1 10061 AND
OW

OK 128 I f  1:061 THEN RETURN
IP 825 /  "4":POKE 0752,00
RH 839 POSITION 00,08:? " = . 1 1 M V I A

':605111 835:60

FETR L 1 k

1068 THEN

TO 023
NG Ins POKE 0551,0:P=00:0:00:XS"

IF 1=111 THEN 55:111E05
RC 817 I F 1=12 1111 SS=DATEPS
GI 841 11:11:A:01:FOR I :41 10 F:LTAENC55

3:111=111(XS):POWE 0 2 9 7 , L X
-
0 1 : I F  0 1 ( 1 1
THEN 41:111

AO 868 I F 111)14-1X*01 OR LX)LY THEN 4 4 1 :
41=81

WS 874 I F 1=10 THEN 110
16 188 1=11-1X-114024:41510664,40RO5(A

1)1,0111(S),1):IF 4:01 AND 1=42 INEN P
=P*01

MS 815 I F 1:11 l I D 1=01 THEN 0=0.01
WR 199 11:41*06:NENT I
BE 119 POSITION 011,02:7 "RECORD SPACE"
Si 121 I F 1:01 THEN POSITION 017,04:? "01

1:":0;"
NV 130 I F 1=02 THEN POSITION 114,04:7 "PE

TROL:";P:"
CP 148 POKE 1551,014:RETURN
CE C L O S E  NCI:OPEN 101,04,10,"1:":6ET

001,1:CLOSE Nal:RETURN
FM 1814 POSITION 09,01:IF 1=01 TUN I  "Tr,

INTER F06 1424 I f  N=02 THEN 1
S

UT 1822 POSITION 09, 06:
1 
" L a g O B I E V
E I
CE 1124 POSITION 08,011:/  "01111111112i4

4 V I 4 I
1
I i I E
W 4 1
1
8 1 1 1
1 M E
n

20 1025 POKE 0675,04:POKE 0676,04:POKE 06
77,08:PO1E 0671,018

OP 1941 I F 1 0 1  THEN SS:DATEOS:TITLES:"NO
1D411/1111ESFPINTSOPRICE"

NV 1850 I f  1102 THEN SS:DAMS:TITLES:NM
O00TEFNI1E516111SIPNICE"

L1 IOW X$:" " : 1 1 =0 1 : 1 : 1 1 : 2 2 : 1 1 1 ( S 5 )
3.2:11m(X5):POEf 0287 , 11 -11 :1=11
-
1X
-
11

*124:1=15110664,401(5$011),AOR(NS),8)
08 1884 I f  0=11 THEN I :11:6010 11t5
PE 1611 1=INT(1/06)*01

11/5 POSITION 01,012:1 "811110198118
9148.49118.08":POSITION 118,010:? TITLE

'FL 1101 POSITION 08,E*014:? 1;"1";:INPUT
002:ENTS

EG 1115 I f  LEN(ENTS):84 OR LEN4ENTS1(22 I
HEN COTO ON

NT 1117 F1:031:1:1E1(tNII ):IF 1(127 THEN E
11$(1EN(ENTS)*81):" ":6010 1117

LO 1118 POKE 0752,11:PI5ITION 01,021:? "
E l i Mr e ng. 1 1 1 3 1 G O S US  129

SS 1111 I F 1015C("7") AND NOASC1"1") TN
EN 1118

OA 1128 I f  1:ASC("1") INEN 825
FG 1125 I f  WO2 THEN 1P(I)=VALIENTS<012,1

1 5 1 ) : 6 1
1
( 1 ) : V A L
1 ( N T S (
0 1 8 , 1 2
1 ) ) : P P <
I 1 : 0 1

L(ENTS(111,227))
1134 I F 1=01 THEN 11111/7111(EITSI112,1
15TI:P2(1):YAI<ENIS(018,021));PO(I):94
L(ENTS(041,027))

SI 1141 5 $ ( 1 1 1 6
-
0 1 , 1 1 0 6 ) = E N
1 S I 1 1 , 0 6 1 : I F  
1

:81 THEN DATEOS:SS:0=0
-
01

Pk 1151 I F 1=02 THEN DATEPS:SS:P=P
-
01
61 1169 POKE 0752,01:P4511101 01,021:7 "I I

41 1174 GOSUB O MI T 1()061 AND 10045 TN
EN 1171

10 1111 I F 1:161 THEN E:01:RET1111
JA 1288 I F 1:065 INEN E=E+11:POSIII01 01,

121:? " " : P O
KE 1752,18

NW 1295 I F E)012 THEN E:11:? "11":6OT0 834
Ft 1219 GOSH 129:6O0 123
NA 1389 GOSUB 0118:6010 0348
PN 1316 I f  1=01 THEN TITIES="110114TEOMILE

SIPINTSPWICE":5S:DATEO$
AN 1321 I F W O  TIEN IIILES="101DATEF14111

51601151PRICE":5S=DATEPS
P1 1330 POKE 0675,14:POKE 0676,04:P0XE 06

77,08:PO1E 0678,018:RET11RN
PD 1340 GRAPHICS 00:PWE UMW:POKE 078

1,118:POKE 0752,01
UG 1345 POSITION 01,08:? '1 ; ; ; I I I I I I I I I I I R

16 1358 POSITION 10,12:I1 1=01 THEN 1 "I l l
( I L

V& 1310 I F 1=12 1NEN ? ' 1 . 1 1 1 1 M
I P C L

FI 1174 POSITION 01,04:7 "Nal l4K1101131
":POSITIOW 06 , 0 :? "1. . . .STEP THROUGH
D414"

XI 1375 POSITION 06,04:? "2. . . .5I161E DAT
A SEARCN"

MC 1310 POSITION 06,011:? "1. . . .DATE 11414
E OF DATA":POSIIION 06,014:? " 4 . - 1 1 1
II MENU"

DI 1311 GOSUB 029:I1 10041 AND 1005 ,  AN
O 10051 AND 10052 THEN 1310

VC 1411 I f  I :052 THEN RETURN
UT 1424 X=1-048:01 X GOAD 1425,1518,0180

:6410 0348
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WA 1425 PAGE:81:POKE 0675,04PONE 0876,04
:POKE 0677,04:PONE 8678,018

PP I42b I f  II:01 Ti l l  5S:DATE05:11TIES="10
IDATEOMILESOPINISOPRICE"

ON 1427 I F M=02 THEN 5S:04TEPS:TITLES:910
ID0TEIMILESIGA115IPRICE"

Ili 1428 PAGE:81:60500 4418:6010 1451
AA 1438 ? Or:POSITION 00,04:7

S OGLE STEP TMROUGM DATA
Xi 1444 P0511108 0214,122:? I E E E  ":PAGE:"

":POSITION 08,04:? TITLES:RETURN
MS 1458 E:01:FOR I=01 TO Fa ,  5 5 ( 0 6 * 1
-
0 1 ,

" THEN 1584
FA 1478 I F M=02 THEN ? WO":55(060I -01,0

6* I4:"I ":MPTI );":6P(I );"11";PP(1)
El' 1488 I F M=01 THEN ? I ; "0 " : 5 5 ( 0 6 NI
-
8 1 , 0

6*I1:"9'";NO(I);"1";P24I1:"P":POTIT
8K 1418 E=E401:If E=011 THEN (=el:PAU:PA

&f+81:60511 1542
YP 1588 NEXT 1 :
7  ; /  "  
E N D  
O F  
F I L
E  
P R
E S
S

ANY KEV":605011 020:E=01ETUNN
PI 1582 ? :? ' I T O R T
.
M E N U  
o g R O O E H
N u T  
P A

GE"
IA 1544 I f  PEEK10271)=86 THEN POP :RETURN
HO 1586 I F PEEN402711:01 THEN &05118 0414:

RETURN
58 1588 &018 1544
SI 1518 ? "4":POSITI0N 08,08:7

!INGLE EAT:. SEA m
ION 08,04:7 "gatE I NI I I I I "

LF 1538 ? "01ATE":? "IMMODYY":? "14-";:INP
UT XS:I f LEN(XS)008 THEN GOTO 0518

IN 1548 ? "4":G0508 0554:G0TO 1574
OF 1558 I F M=02 THEN 55=DATEPS:TITLES:"NO

OOATEOMILESIGALLSOPRICE"
PM 1555 I F M:01 THEN 5S:PATEOS:TITLES="110

004TEIMIIE5OPINTSIPRICE"
DU 1560 PONE 0675,04101E 8876,84:POKE 06

77,01:POKE 671,018;? :? :? TITLES:RETO
RN

45 1578 41:81:42=LENTS0:4X=LEM(XS):POKE
0287,114-11:I=00:E:04

Cf 1588 8 = 1 Y
-
4 X
-
0 1 / 0 2 4 : 4
-
0 8 0 = U S R (
8 6 6 4 . 0 0

111155(41)1,860(XS),81:IF 4:08 THEN 1680
AZ 15/4 I : P I M A / 0 6 ) . 0 1 X  55(0841-01,86

MOMS T M  1518
FJ 1512 E:E401:IF M:81 THEN ? 1:"I ":55(06

* 1
-
0
1 ,
0
6
0 I
) :
" I
" :
1
1
1
,
1
1 )
; "
1 "
;
G
P (
I )
; "
0 "
; P
P

(1)
EY 1514 I f  M=01 THEN ? WO " : 5 5 ( 0 6 4 1
-
8 1 , 0

6
4
1
)
;
"
/
"
;
M
O
I
D
:
"
O
"
:
P
7
(
I
)
;
"
/
"
;
P
O
T
I
)

RH 1 5 5  I f  (>=011 THEN E:08:&05U11 1614
OP 1516 41=1006-01:6OTO 1584
WM 1681 ? :1  " E N O  O F  S E A R C

H -
A
N
Y  
N
E
Y
"
:
G
O
5
U
8  
0
2
8
:
R
E
T
U
P
N

TI 1818 ? :? 'START-MENU R A M
-
C O N T I N U E

SEARCH"
KS 1628 I F PEEK(4271):06 THEN POP :RETURN
00 1634 I F FM(8279)=01 THEN ? "4":60588

0550:RETURN
RG 1640 GOTO 1620
IC 1658 6RAPHIC5 08:POKE 0711,0280:PONE 0

70/.48:POKE 0711,116:P0KE 0752,08
YE 1668 G05118 0118:POSITION 08,08:? ".111

48 P A G L  t, • 1.,sue 15

PETROL

.
:
P
0
i
I
I

E LET( DATA
POSITION 015,02:I1 M:01 THEN 7 l i p .

IX 1688 I F M:02 THEN ?
I I  1611 ? :1 :1  "11148IDDYY":
7 " 0 1 0 4 1 E " : ?

4,4";:IMPOT XS:IF LENENS)(06 THEN GOTO
065 0

10 1788 A111:PONE 0752,01
MU 1718 1 .
7
1 : 1 1 1 1
( 5 5 ) : L
X = L E N
U S I : P O
N E  
0 2
0 7
, 4

X
-
4
1
1
0
:
4
T
-
L
X
-
1
1
1
/
0
2
4

po 1744 vio:A=o5R(0864,400(55(01)),0D0(X
S),61:IF 4:00 THEM ? :? :1 " M
NTRY NOT FOUNO":? :? :GOTO 1140

81 1725 7 TITLES:? : I F 8101  THEN I=INTIA
/061+01

IJ 1727 I F 0I )01 THEN 1:14INTIA/481401
AX 1738 /  I ; " 0 : 5 5 ( 4 1 4 1 1 - 0 1 , 8 1
,
8 + 4 8
-
0 2 ) ; " 0

"::I F M:41 THEN ? : 1 0 8 ( I ) ; " 0 " : 1
1
1 ( I ) : " O "
:POW

UN 1751 I F 14:02 THEN ? : 0 1
1
( I / : " 1 " ; G P T I / ; "

O ": 1
1
P 4 I 1

PT 1768 ? ;? ' W M
-
E X I T  
4 4 M 4 4 1
-
8 E L E T E  
N 2

UOROHSEARcir
KY 1778 I F PEEN(0171)=06 THEN RETURN
TN 1788 I F PEEK(027/)=824 THEN 41=I * 06
-
01

+06:4010 1714
R8 1718 I F PEEK(0271)=4/ THEN 1$18
TX 1880 GOTO 1778
KM 1810 ? :1 "

g e
.
: F
O
R  
X
=
I  
T
O  
F
:
I
F  
M
=
0
1  
A
N
D  
X
:
f  
T
H
E
N

MOCX):041:P2(X):411:POTX1=80
PH 1817 I f  I1702 AN6 X:f THEN MPIXT:01:GPT

X):88:PPCXT
-
08

Vi 1818 I F N:f THEN 5 $ ( 1 0 0 6
-
0 1 , X * 0 6 ) : "

GOTO 1108
JA 1824 I F M:01 THEN MOIX1:MOTX.81/:P1CX1

=P2CX401):POCNT:PO(XI01)
ZN 1838 I F M=02 THEN MP ( X ) = P I P ( X
4
8 1 ) : 6 P I 4 4

=GP(X.01):PPEXT:PPENo814
SIT 1841 5 $ ( 1 1 0 0 6
-
0 1 , 0 4 6 ) = 5 S E (
X # 0 1 ) 4 6 6 - 0 1 ,

(X401)006T
IX 1181 NEXT X:IF M=01 THEN 841E85=5$
VY 1128 I F N=82 THEN DATEPS=SS
LE 1118 ? : ? " DATA ERASED 4 FILE CONCETE

NOTED":'
CF 1148 ? "  START EXIT R A M I E
-
E R A S E  M O O

DATA":POKE 0271,04
KM M e  I F PEENCO2711:06 THEN RETURN
AG 1168 I F PEEK(0271):01 THEN GOTO 0658
85 1171 GOTO 1158
OF 1108 COSUIT 0314:? "4":P0SITI01 00,04:?

, , I m p e n s u t e m t g a t m o n
EP'

FR 1145 POSITION 417,82:IF M=01 THEN ?

Ito 2888 I F M=02 THEN ? t a n g ! "
88 2010 ? :? :? "84TLIOMMOOTY":? "OONATE''

:? "Ol*";:INPUT XS:IF 1E11(6)(06 THEN
COTO 0188

XL 2820 ? ;? :? "DATE2IMMODYY":7 "IODATE"
:? "014";:IMPOT XIS:IF LENEXI5I(06 THE
M GOTO 0180

FO 2038 TRAP 8110:I1 VAIUS))VAL(NIS) THE
M ? " U r : G M  0988

MY 2032 G05118 035:GOTO 2140
VU 2815 ? " I V :
7  "  
0 0 1 E : "
0 0 ( 0 2 4
,
0 4 ) ;
"
/
"

:XST01,821;"/":XS(01,06);" TO ";X1S(02
4,04);"/0115(01,02);"/";XST01,861

OM 2036 RETURN
OH 2840 E:08:7 :? TITLES:IF E:018 THEN E:

08:60500 2148
E0 2858 FOR 1=01 TO F:IF 5 S I 0 6
8
I
-
0 1 , 0 6 4 I I

THEN 1076

E;AS:m6 CATA FLEASE WA

PJ 2888 I F V A L O S T O W
-
0 , 0 6
4
I 1 1 ) = V O L ( N S )

AND VALT5S(0681-01,4601)1(=VALTXIST I
HEM U1E481:60580 1184

MI 2878 NEXT I :? :7  "  L O A  KJ EBB -
OWE MO OPV:Goull 821:RET1JRM

HI 1188 ? I : " I " : 5 $ 1 4 6 0 I - 8 1
$
0 6 0 I ) ; " 0 " : : I f

M=81 THEN ? :110(I);"4":P2(1);"1";POTIT
:E•=f+01

NW 2128 I F N:02 THEN ? :01P(IT:"1":CPTI/:"
/ ":PPED:E=E
4
81

At 2111 RETURN
AN 2148 ? :? •  OUBOU-txli mgMu-colTim

Uf SEARCH"
KS 2158 I F PEEKT02711:18 THEN POP :RETURN
SH 2168 I F PEEKT0271/:11 THEN 7 : 0 5 1 1 5

035:? :? TITLES:RETURN
NM 2178 GOTO 2158
EN 3000 CRAPNICS 00:POKE 0718,04:POKE 871

2,04:PO1E 4781,018:P0XE 8752,11
VA 3810 POSITION 08,08:IF M=81 THEN 1 " I I

5FE IAL CALCLLTIC c :  L

Gf 3428 I F M=02 THEN 1
a l l . 03 . 111MI NWEI VPOSI TI ON08 , 0
4:? 1E11113111"

10 3830 POSITION 04,06:? "1. . . . 441 TOTALS
4 AVERA6ES":P05ITION 08,88:? "2. . . .GR

APHICAL ANALTSIS"
PR 1050 POSITION 08,010:7 " I . . . .  COST ANAL

Y515":P05ITION 08,014:? "4. . . .MAIN MEN
11
11NY 1114 GOSH 028:IF NO441 AND 10058 AN
6 NO051 AND 10052 THEN 1118

VI 3114 I F N=052 THEN RETURN
11-1135 I F 1:058 THEN GRAPHICS Mb:COLOR

1:P051110N 4,4:? 6619084ing data":PO
5ITION 8, 6; /  118:"MINU":RON "0:GRAPH"

ID 1148 X:11-848:04 X 605118 3141,8,7888:0
TO 011

XM 1141 6051111 0111:? "ENTER DATES FOR TO
TALS AVERAGES":/  "ga i Ma t i l l E l l n5 T
ART )11141E FILE"

LA 3144 ? ".ECONE DAT 01110 TART Of FILE
-
>
O
A
T
E
"
:
7  
'
4
0
E
C
I
E
E
M
E
M
O
4
T
E
1
-
)
D
A
T
E
2
'
:
I
F

M=01 THEM POSITION 017,011:1 .114r.
OI 1145 I f  M=82 THEN POSITION 015,811:?

agUI P":/  '
7  
" I O N N
O D Y Y
" : 1  
" 1
4 H
1 "
;

IV 3146 INPUT X$:? :? "IIMMODYY":? "DAM
Of"; :INPUT XIS:IF l a="" AND X I S : "  THE
N 5:01:FI:F:60TO 0151

80 3147 I F LENCES1=86 ONO XI S:"' THEN 605
08 03311:F:XIST" " : G O T O  8151

RV 3148 I F NS:" AND LENIXIST:06 THEN 5:4
1:605116 117:1(5:" " : G O T O  0151

EL 1141 IF LENCX$1706 ANN LENIXIST:06 THE
N 6051111 031:405111 037

TM 1158 H 1
-
0 8 : L 0
7
5 8 0 8 8 8
.
8 0 4 : I G
P :
0 0 : T P =
8 8 :

PP=08:P0=80:605118 0314:
7 
" " : P O S I T I O
N

014,818:
7 
" W O
R K I
N G  
O
N
"

&X 1152 I F XS=" AND X I S : "  THEN XS:"
":X1S=NS

wm 1155 POSITION 018,014:7 "TOTALS 4 AVER
AGES":FOR 1:5 TO FI : I F 5 S E N 6 1 1
-
8 1 , 0 6 0 1
J=" "  THEN 1210

EI 3170 I F II:01 THEN I F MOOED THEN HI :
MOM

P1 1148 I F M=02 AND HI (HP(I ) THEN HI:MPTI

S
P
E
C
:
A
L  
C
A
L
:
L
L



IN 3116 I f  11=01 AND L8)140(1) THEN 10=100(I
1

JU 3286 I F 14=02 410 LO)NP(I) THEN LO=PIP(I
1

ZA 1218 I F 01:02 THEN 1CP=TCP.GP(I):PP=PP
4 PP(I)
MI 1226 I F 01=01 THEN TP=TP02(I):PO_PO/P0

I I )
LY 1218 NEXT I : MI LE 5 =8 1
-
1 0 : I F 1 8 A l 2  
T H E N  
A

1 4 1 1 L E S / ( 1 G P
-
G P ( 5 ) ) :
8 2 = P P /
I C P : T G P = I G P
-

GPI5I:PP=PP-PP(5)
NI 3257 I F 18=41 THEN A1 =8 1 LE S / 4 1 P
-
P 2 ( 5 ) ) :

A2=PO/ TP:TP=I P
-
P2(5): 8 1 1 1
0
0
-
p e ( s )

NM 3258 61=111(8110188)/8180:82=INT(421411
081/0188:1 "8":POSI1ION 08,04:?

IT 3266 1 "

Ot 3265 POSITION 04,024
VD 3266 ? "FOR DATES ":115(114,04);"/";XS(

01,82);"/";X$(01,06);" 10 ";XIS(024•04
):"/ ";X15(11,121:"t:11$(01,16)

01.1 3267 ? "

ID 3170 POSITION 018,01:IF 18=01 THEN ? "
1 3 fir
IR 1240 I F N=42 THEN 1 " M i l l "
01 1285 ? "

ZO 3216 POSITION 04,011:IF N=02 THEN ? " I
UNI1MILE5PGALLS1POICE"

NI 3168 I F 18=01 IHEN ? "ITENITMILESTPINTS
OPIICE"

Ni 3301 /  "
- -
"
:
S
C
R
=
0
8
:
5
5
=
1
2

SI 1318 ? "TOTALS1":011LES:4";:lf 11=01 TH
EN ? ;TP;"1";POOIS="":XIS=XS

NJ 3124 I F M=02 THEN ? ;IGP:")";PP
114 1338 ? : I F M=11 THEN 1 "HIGALL1";)11;"0

1";42
NE 3344 I F 18=01 THEN ? "M/PINTT";41;"00";

42
IX 1141 ?

11 3345 P05I1I08 1 , 15:
1  " P U S S  
$ 1 1 1 1  
E X I T

W E
-
P R
I N
T  
D
A
I
A
"

LL 1147 I f  PEEK(0171)=06 THEN RETURN
SA 3149 I F PEEN(0271)=3 THEN G05114 6040:R

ET81N
YL 3151 G110 1347
18 4868 A1101:LY=LEN(SS):LX=LEK(XS):POWE

1147,LX-41:8=L1-18-11.024:87011:8
-
USR(0
664,ADR(SS(81)),00(0), 1)

BN 4818 SzINT(006)401:RETURN
LO 4615 I F 6=08 IHEN 5=01:1 ' j
i
l t : R E T U R N
ZI 4028 A1=41:LY=LEN(5S):LX=LEN(31S):POKE

1 2 8 7 , L X
-
0 1 : 8 = L 1
-
1 X
-
8 1
4
0 2 4 : 4 : 0
0 : A = U 5
0 (

0664,412(5$(81)),601(Xli),81
NA 4825 I f  A=08 THEN FI=F:7 "01":RETURN
I t  4818 FIANT(4/06)101:RETURN
VZ 5888 POKE 710,14:POKE 4/18:P011110N

1,11:1 '1 .11/1111133MI1P"
JA 5805 CLOSE 001:0PEN 1101,011,08,"D:CAR.D

Al"
NO 5818 FOR I=01 TO 014
FN 5012 6UES=DATE0S(0111881-111,01861I):?

001:811FS:80FS=DATEPS(0180* I
-
017, 0188* I
);? 1101:BUFSA(XT 1 : 1 0 $
-
C H R S ( 1 5 5 )

5815 BUFS=" "
5020 FOR 1=81 10 f :? 1011:1UFS:IOS:NP(I
);IOS:GP(I);10S;PP(1):14$040(I):IOS:P2
(I):IDS:POW:NEXT I:CLOSE 001:RETURN
5814 POKE 718,00:P0NE 781,18:POKE 752,
01:POSI1ION 14,10:7 "f fi l Efi l i na i r
5815 CLOSE 081:OPEN 001,04,08,"D:CAN.D
AI"
5048 FOR I=01 TO 014:INPUT 001:BUFS:DA
TE O S ( 0 1 8 8 1 1 I - 0 1 1 , 0 1 4 8
8
I ) = 8 8 M1 NP UT 0 4 1
8 1 1 f S : D A T E P S ( 0 1 0 8 4 1
-
8 7 1 , 8 1 8 8 8 1 ) = B U F S

5645 NEXT I
5658 FOR I=81 TO f:INPUT 101:811FSAPA
P,PP,NO,P2,P0:14P(I)=NP:GP(I)=GP:PP(D=
PP:NO(I)=110:P1(I)=P2:PO(I)=PO:NEXT I
5868 CLOSE 011:RETURN
6488 'RAF 1040:1PRINT 0111$(27);"8";CHR
$(1);AP1INT
6016 PS="":FOR Y=SCR TO SS:FOR X=0 TO
31:PO5ITI0N X
o
Y : G E 1  
8 3 , 8 : P
S ( X .
1 , 1 ( 8 1
) = C

HRS(N):NEXT X:LPRINT P S : 1
1
$ = " " : 1 1 E X 1  V
6826 LPITINT CHISI271;14":CHRS(8);
6018 RETURN
7804 GROPHICS 6:POKE 718,138:POKE 712,
116:POKE 781,11POKE 752,1:SCRO:55=11
7810 G0508 7420:GOTO 7086
7828 /  "I":POSITION 04,06:7 " m c m a l
maammurmloomr.
7818 POSITION 12,2:I1 N=02 THEN ?
Eupr
7048 I F 11=01 THEN ?
7858 ? : I F Nt l l  THEN ? "MMODYYI08DDYY1
MILESKN/PINTTPOICE"
7868 I f  N702 THEN ? "NNO1lY1081101110NIL
ES1N/GALLWRICE"
7878 RETURN
7486 C111=00:FOR I=01 TO F:C111=CIII411
7882 I F N=02 AND NP(1.01)=86 THEN 7156
7084 I f  N=01 AND MO(1181)=01 THEN 7158
7818 I F 11702 THEN ? DATE P S ( 6 * I
-
5 , 6 0 1 ) ;
" 1 " : D A T E P S ( 6 1 1 ( 1 4 0 1 )
-
5 , 6 * ( P 0 1 ) ) ; " 1 " ; A B
5 ( N P ( 1 )
-
N P ( I * 0
1 ) ) ; " 1 "
;

7168 I F 18=01 THEN ? DATE O S ( 6 * I
-
5 , 6 * I ) ;
" 1 " ; 6 1 1 E 0 S ( 6 * ( 1 . 8 1 )
-
5 , 6 * ( I I 0 1 ) ) ; " : 8 8
5 ( 8 0 ( I )
-
1 4 0 ( 1 1
0 1 ) ) ; " /
" ;

7116 I F 11=02 THEN ? INT(ABSUMP(I)-NP(
I441))/4P(I801)18168)/168;"1";INTUPP(
IT/GP(1)181841/180
7126 I F N=01 THEN ? I NT(ANSUNO( I )
-
NOC
P01))/P2(I+01))8108)/164;"0";INI I (F2(
I )/PQM/8184)/148
7138 I F CNT=16 THEN SCR=5:55=20:GO5U0
7368
7148 TRAP 48480:0(81 I
7150 ? :? "  T F E I f fi a l i l i fi t a " ; :
5 5 = P E E K( 8 4 )
-
1 : G O S U6  
7 3 0 0 : R
E T U R N

7388 7 :7  " gomug-rxir S E LE CT
-
MO RE  N U U
H 4 M
-
P R I
N T "
: 1 F  
I
(
=
1
6  
T
H
E
N  
S
C
R
=
8

7316 I F PEEK(0271):86 THEN POP :RETURN
7328 I F PEEK(0279)=1 THIN GOSUB 6884:C
NT:Of:GOSH 78241RETURN
733. I F PEF101711_01 THEN CM:AO:GOA
I  7820:METURN
7348 GOTO 7314
7488 IRAP 1084:LPRINT CHRS(271;44";CHR
SU)
1412 LPRINI "  DATA PRINT OUT":IPRINT
7410 POKE 551,81:F0R 1=01 TO r

fl  7415 I f  (1CO2 AND HP(I)=00) 01 (M=01 A
ND MO(1)48) THEN 7440

JD 7424 I F 18=02 THEN LPRINT I ; "  ":15ATEPS(
6 8 1
-
5 , 6
* 1 )
; "  
" ;
N
P
( I
) ;
"  
"
A
P
(
I
)
;
"  
"
;
P
P
(

I )
18 7438 I F 11=61 INEN LPRINT I ; "  ";DATIOS(

6 8 1
-
5 , 6
8 1 )
; "  
" :
1
1
0 (
1 )
; "  
"
;
P
2
(
I
)
;
"  
"
0
'
0
(

I )
IN 7448 NEXT 1:LPOINT CHNS(27);"11";CIIRS(4

):11EIURN
IU 8888 GRAPHICS 020:POKE 716,152POIE ?el

,04:POME 712,148:POKE 752,61
E0 8418 POSITION 08, 06;
1 .
1 1 1 1 1 1 1 1 1 n
o u l

OR CEL.TE ALL ATA
XR P O S I T I O N  0I1,02:11 11=01 THEN 7 1

AM"
IF 1811 I f  N=02 THEN 7
IT 8048 POSITION 81,84:7 11113RIMEIEN

111112BEEMI4MMEr
LT 8645 G05114 028
CJ ar m I F 11=6, THEN RETURN
CK 8064 I f  11=65 TWIN 8588
FL 8874 I F 1:71 THEN 8810
UK 8486 GOTO 1845
SW 8418 ? "4":POSITION 08,06:?

YU 8110 POSITION 08,11:1 "THIS PART Of TH
E PROGRAM NAY 1E USEI TO INSERT DATA 8
( ME N EXISTING ENTIIES."

PRI 8116 1 "ESTER ANY DATA WHICH INCLUDES
CLOCK NI LE S ( LE S S  THAN SH(W) AND D
ATE,"

NB 8128 ? "EARLIER INAN SNOWN, OTHERWISE
IT WILL N O T  SE ACCEPTE8.";

FE 8125 ? "  TO ENTER NORM. DAIA SELECT
OPTION 1 FROM MAIN NE841."

IQ 8118 FOR I=01 TO F
NW 0148 I F M=02 AND NP(I)=14 THEN 8171
MU 8158 I F M=01 AND Me(I)=08 THEN 8171
FQ 0168 NEXT I
ND 8178 I=I-01:POKE 0675,04:P0XE 1676,04:

POKE 0677,08:POKE 0678,018
IP 8118 POSITION 86,018:? " M E M M I

RETRO.

65T 0 / 4  ( N M 1

LN 8118 I F M=02 THEN 1 "NO1NNODYY/MILESIG
ALLS/PRICE"

VX 8288 I F M=11 THEN ? "8011.001Y)M1LESEP
INTS1PRICE"

RU 8218 1 : I f  18=02 THEM ? I;"0";DATEPS(68
I
-
5
,
6
1
I
)
;
"
K
"
;
N
P
(
I
)
:
"
T
"
:
G
P
T
I
/
;
"
1
"
;
P
P
(
I
)

RZ 8226 I F N=01 THEN ? I ;"1";0411E0$(6* I
-
5

,6* I );"0";NO(I );")";P2(I );"0":P0(1)
LF 8238 TRAP 8246:? :? "04-";:INPUT ENTS:7

;"1004.";:INPUT NI :? ;"11W";:I NPUT G
:
I  
;
"
f
k
l
t
l
f
.
;

58 8215 INPUT P:TRAP 48488:&OTO 8258
IN 8144 TRAP 404186:? "X":6010 8810
SC 8250 I F NA1 AND (IEN(ENTS)06 81 NI )=

PIP(I) OR E NTS ) DAT( P S ( 6 * I
-
5 , 6 * I ) )  T H E N
? "W":GOTO 8118

CA 8266 I F N=01 AND (LENCENTS)0 6  OR NI ) :
MO(I) OM ENIS)DA1IOS(68I 5,681)) THEN
? ljj":GOTO

FM 8274 ? "R":POSIIION 8,16:? " M I M I
3§E"

LS 8284 11=I:FOR I=01 70 N
JJ 8216 I F M=02 AND NP(I )(MI  AND NP(1101)

)81 THEN 605118 1146:6010 6088

P A (  ,  ,  4 9



HAVE YOU GOT YOUR COPY
OF THE BEST CLUB
MAGAZINE IN
BRITAIN?
Filled tram cover to
cover with:
'Galvanising

Games
a Tantallising

Tutorials
a Mind-boggling

Machine Code
Lotsa Listings

a Topical Tips
a Realistic Reviews

Send a cheque:P.O. for E4-00, made payable to the
U.K. Atari Computer Owners Club', for your four issues
subscription now. Or send El -30p (which includes P&P)
for a sample copy, to see what the magazine otters.

Don't delay do it today!!

THE U.K. ATARI COMPUTER OWNERS CLUB
P.O. Box 3, Rayleigh, Essex.

Independent User Group

ATARI BULLETIN BOARDS

We have received several calls recently from
people who are considering setting up their own
Bulletin Boards. We would like to publish a regular
guide to BBS's with Atari interest in all future
Issues. If you have a board up and running please
send in the number, access times and any special
features you may have

Here are a couple to start with.

BATH ATARI B.B.S.

Number
Access times

Sysop

0225 23276 (ringback)
2100 - 0800 weekdays
2100.  Noon weekends
Mark Templeman

Send s.a.e. for information sheet

SCOTTISH ATARI a l l &

Number 0 6 9 8  884804
Access times 24 hours every day
Sysop N i c k  Rosser

The first bulletin board in Scotland.
50 P A G E  -  l •  ,

-
•
1
1
1
1
1
.
-

AUTOCAR continued from page 49

III 8188 I F 11=01 AND NO(I)(NI  AND 11P(1+01)
HIM THEN GOSH 8148:&010 8884

ZC 8318 I f  N=02 AND KI(HP(l I :01 / ) THEN CO
SUS 8148:GOTO 8888

VT 8328 I F N=01 AND MI(11P1(I=O1)l THEN GO
SUB 8340:G410 8888

NU 8330 NEXT LGOTO 8888
NA 0348 FOR LX=11 TO I+01 STEP -
0 1Ti 8354 IF N=02 THEN DATE P S (6 * (LX
1
1 1 )
-
5 , 6

I l L X 4 0 1 l l = D A T E P S C M X
-
5 , 6 * U O : N P ( L 1 +
8 1

)=NP(LX):&P(IA001)=GPail:PP(LI.Ol):PP
OS 1368 I F 1=01 INEN DATE 0 5 1 6 * (LX
4
8 1 )
-
5 , 6

*(1.11+01)l = D A T E O S U I L X
-
5 , 6 * L I l

IS 8365 I f  N=01 TNEN NO(L)I.11)=110I1X):P7t
LX111/=P2(1.8):PO(LX.01)=P8(LX)

OH 8378 NENT LI
TN 8180 I f  1=02 THEN D A T E P S ( 6
1 1
( 1
1
0 1 )
-
6 , 6 *

(P11))= E NTS :NP (I . 0 1 )= 1 4 1 :G P (I
4
8 1 )= G :P P
(1.01)=P

NN 8318 I f  N=81 THEN DATEOS(611(141)
-
5 ,6 *

(I f1 1 1 ))=E NTS :NO(1 +1 I )=NI :P 2 l I
4
8 1 /=6 :P O
(I401)=P

AO 8488 RETURN
IN 8588 FOR I=01 TO f
GN 851. I F  N=112 THEN NP(I)=011:GP(I)=08:PP

(1)=18
GD 8528 I F 11=01 THEN NO(1)=08:P2tIl=08:P0

(I)=08
RN 8541 NEXT I : I F  11=02 THEN DATEPS(121)="

":DATEPS(12811l=" ":1ATEPS12/40ATEPS
NH 8558 I f  N=01 THEN tATEOS(01)=" ":DATE0

$(1288)=" ":DATEOS(2)=DATEOS
I I  8568 RETURN
DI 1848 TRAP 48888:GRAPNICS 0 7
-
1 1 6 : P 0 5 1 T M

6 ,4 :
1  
8
6 ;
" p
r i
o l
e r
" :
P
O
S I
T I
O
N  
7
,
6
:
1  
1
4
6

;"error"
80 1111 FOR A2=11 TO 510:NENI 82:RETURN
OH 28.88 RESTORE 28411:FOR 1=8664 TO 1755

:READ A:P8If LA:NEXT I:RETHRI
OK 28818 DATA 184,184,111,284,184,133
ON 28428 DATA 2.1,114,111,286,108,114
'I& 28818 DATA 285,18-4,141,222,6,184
NH 28148 DATA 141,221,6,161,1,133
YD 28851 DATA 212,161,8,133,213,168
IA 21868 DATA 255,288,177,281,281,205
MS 28878 Di l i  248,48,24,165,213,105
IT 28888 DATA 1,111,281,165,284,185
OF 28811 DATA 8,111,284,24,165,212
MN 28118 DATA 185,1,113,212,165,213
58 28110 DATA 185,8,111,213,285,222
EF 28128 DATA 6,288,216,165,212,215
PT 28118 DATA 221,6,240,281,248,7
DT 28144 DATA 152,117,287,288,284,248
ZZ 21158 DATA 6,161,8,131,212,133,211,/6

Li



A\ /A

SOFTWARE BOOKS
DROPZONE C / D 9.95 /  14.95 ATARI ROOTS 17.95
GHOSTBUSTERS D 14.95 DE RE ATARI 17.00
OUASIMODO C/D 9.95 /  14.95 THE X L  HANDBOOK 5.95
MR DO C / D 9.95 /  14.95 INSIDE ATARI BASIC 7.95
DIG DUG C / D 9.95 /  14.95 TECHNICAL USER NOTES 17.00
MINER R O M 12.95 ANTIC 3.50
2049er ANALOG 3.00
BOUNTY BOB ROM (Phone) ATARI USER * *  NEW * * 0.90

EUROPES LEADING
'ATARI'

MAIL ORDER
SPECIALISTS

SOFTWARE
EXPRESS
INTERNATIONAL

Dear Page 6  Reader,

Great news again th i s month, Jerry (our General Manager) i s  back
from a  successful visi t to  the States, obtaining more products to  add to  our range,
some o f  which were d i ffi cu l t to  get i n  the  past, b u t n o t anymore. Ou r  comprehensive
range now includes MMG, OSS, APX, PAPPIE and A N T I C  products and mail order
sales department.
Some o f  our competitors have tried to  imitate us, b u t  we remain THE'Special ist
Supplier fo r  Ata r i  products from around the  world  -  we  listen t o  our customers.
Look a t th is -  MMG Basic Compiler 69.99

From OSS Action ( r a m )  8 6 .9 9
Basic XL (ram) 8 6 .9 9

Mac/65 ( r o m )  86_99
C/65 ( d i s k )  68 .99

• *  U S DOUBLER HARDWARE UPGRADE PACKAGE 7 9 . 9 5
( A t  last true double density for  the 1050 -  including Sparta DOS. I  one o f  the finest available ),
supplied w ith  fi tt ing instructions or  we can install i t  for  you ) .

OKIMATE 20 7  COLOUR PRINTER (reviewed ANTIC & ANALOG) 2 9 9 .0 0

• *  NEW Minor Miracle "DATATARI"  RS 232 INTERFACE 5 9 .9 5
( includes cable, Viewterm Software, runs at 300 baud /  1200 -  75 baud allowing access to Micronet
and Prestel. NO 850 required ).

MATHS for CSC I  GCE ' 0
1  L e v e l  
C i D  
9 . 9 5  
/  
1 2 . 9
5  
p e
r  
y e a
r  
(  
A V A I
L A B L
E  
S O
O N
)

YEAR 1,2,3,4 & REVISION INCLUDING TUTORIAL, TESTS, PERCENTAGES, TIMINGS,
Covers all aspects. N O  TEXT BOOKS REQUIRED.

( Postage -  Books 75p, Magazines 60p. )

That's just a small selection fo r  th is month, there's loads more in  ou r  catalogue,
available now (SAE appreciated).

Best wishes from the  ' A '  Team

Action Toolkit ( d i s k )  3 4 . 9 9
Basic XL Toolkit (disk )  3 4 . 9 9
(inc. commercia l run t ime  package)
Mac/65 Toolkit ( d i s k )  3 4 . 9 9
DOS X L ( d i s k )  3 4 . 9 9

P.S. 8 0 0 X L  /  1010 and 800XL I  1050 Special Offers s t i l l  available whi le stocks
last -  Phone fo r  quotation.

P.P.S. C OMIN G SOON -  The EX130 and the  520ST package.

HOTLINESEND SAE FOR OUR PRICE LIST.
31 SIONEYHURST ROAD

ERDINGTON, BIRMINGHAM B24 8HA ( 0 2 1 )  3 8 4  5 0 8 0



from EF1a.15H SOFTWARE.
five great games on one cassette for only f  14.95,
or on disk at f 17.95!

A message from[ i D }  0  LP_W LR[ETM
to all owners of

ATARI, COMMODORE 64, BBC B,
ACORN ELECTRON and AMSTRAD Computers...
5oftware companies grow on trees a t  least that t h e  way it
seems from the number of new companies springing up every
week!

ENGLISH SOFTWARE was launched three years ago with a
smashing little game for Atari Computers called AIRSTRIKE 1,
which quickly became one of the most popular U. N. programmed
games for the Atari.
Then, as now, Atari Computers were amongst the most
advanced on the planet, but they were a TRIFLE expensive!
But we knew that prices would come down, and that more people
people would soon appreciate the great range of
Atari software produced by ENGLISH SOFTWARE,
But Atari owners used to be a funny lot, being heard
to utter such gems as:

"It can't be any cop, if it costs less than f  20"
honestly, that's what they used to say! Anyway,
in the face of this rather strange attitude, we went
ahead and committed the ultimate sin:

ATARI GAMES AT £9.95!
We expected some slight resistance to these
prices from Atari owners who only equated high
quality with high prices, but we were wrong:
Everybody thought the prices were great, and the
games too!
We even produced the fantastic ATARI CASSETTE
ENHANCER at f  7.95, a superb utility program for
BASIC programmers.
5o now, for those of you who might have missed out on
all our excellent Atari titles, we are releasing something
very, very special:
ATARI SMASH HITS Volumes 1, 2 and 3

Each cassette features our top-rated JET-BOOTJACK plus four other popular titles. 5o now you have no excuse
to miss out on the best range of U. N. produced Atari 400/800/600N_1800N_ software for 32N machines. If your
dealer does not yet have them in stock, ask him to order them from his nearest Atari wholesaler. It will be the best
Atari buy YOU will make all year!
We have also just released COLOSSUS CHESS 3.0, the best chess program available anywhere for
Atari 400/800/60DCL/800N_ computers with 48I
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for our good friends with other home computers, our programmers are busy producing original games for you as
well. They are all illustrated on this page_ HENRY'S HOUSE on the Commodore 64, and J E T
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Retail and all good software stores. I
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THE ENGLISH SOFTWARE COMPANY
1 North Parade, Parsonage Gardens, Manchester M60 1BK
TRADE ENQUIRIES WELCOME: 061-835 1358


